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full command list 
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O f CTO - GREAT PROGRAMMING 
COMPETITION -over £200 worth of prizes! 

MAKING MUSIC - The layman's guide 

HAWAIIAN ODYSSEY - Sublogic's latest 
NEODESK - What GEM should have been 



A TRUE ST STYLE DEMO ON YOUR XL/XE 



MOST PEOPLE SAI D IT COULDN'T BE DONE! 



Inspired by the best demos on the ST the WJech Team 
from Holland set out to show that the 8-bit Atari 
could produce the same effects, the result 











MUSIXX 

TWO separate music demos featuring 
interpretations of the music from o 
dozen top Atari games 

GRAPH1XX 

THREE great graphics demos that 
include lots of scrolling messages, 
bouncing effects, sine waves, rainbow 
effects and more all with great music 

THE BIG SCROLL 

The world record scroll for any Atari 
machine - over 60Kb of scrolling 
message that takes 3 hours to readl 

SAMPLES 

Over half a dozen sampled voices and 
instruments that show you that top 
quality sampled sound is not the 
exclusive preserve of the ST 

All this on one GREA T disk for just £3.95 
Available exclusively from PAGE 6 ■ see the order form on page 49 




DIGI-MUSIXX 

Quite simply the most astonishing 
digitised music ever heard on an 
Atari 8 bit computer! Two great sampled 
and cleverly edited tunes that play on 
forever. You won t believe your ears! 



The BIG DEMO is a double sided disk In enhanced 
density and will only run on a XL/XE with 1050 drive 

WARNING'. Some ol the scrolling messages on thi* disk 
contain word* that »im people might object to and the 
disk shout d not be considered suitable for young chtldten 




NOTE: For every disk sold a donation will be 
made lo the High Tech Team in appreciation of 
the best 8-bit demo we have ever seen. If you 
like this demo we may be able to encourage 
these Alari &-bit wizards to do morel 



RAPHiCS DEMO EVER? 
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HOT ROD RAIDER 
Fast 1 or 2 player action 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£10.00 
£15.00 
£15.00 
£2 TOO 



Dmwi rftti rHUCt Oflty the ditfernrvc* in poalai casls 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit 
programs from each Issue of 
NEW ATARI USER is available either 
separately or on subscription. Single 
price £2.95 per disk, Subscription 
rates (6 Issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



E25J0 
£32 00 
£32,00 
£42.00 



SUBMISSIONS 

PAGF 6 welcomes and encourages its. read- 
ers to submit, articles, prog ram& and reviews 
for publication. Programs nyst be submitted 
on disk or cassette,, articles should wherever 
possible be Submitted as text Hes on disk. W9 
seek 10 encourage your participation and do 
not have strict rules for submissions. If some- 
thing interests you, write a program or article 
and submit \*.\ Appropriate payment will be 
made for all publisher programs and articles. 

All original articles, programs and other mate- 
rial in NEW ATARI USER is copyright of the 
author as credited. All gncrediied maierai is 
cgpyrighl PAGE 6 Unless containing the by- 
line 'Ail Righls Reserved' any material m 
NEW AT AH I USER may be reproduced by 
User Groups and other non-profit making 
organisations provided that the author's name 
Is Included and PAGE 6 is credited as We 
original publisher. Permission to publish else- 
where should be obtained from PAGE 6 or (he 
aulnof. Editors of newsletters reproducing 
material are requested to send a copy of Ifte 
relevant issue to Ihe Editorial address of 
PAGE 6. White! we take whatever slops, we 
can to ensure me accuracy of articles and 
p r oqrans dxc lie contents of advertisements, 
PAGE 6 cannoi be helo lor any errors 
or claims made by advertisers. 

ATARI (TMJ is a registered trademark of 
ATARI CORP. All relerences should be so 
noled. NEW ATARI USER is an independent 
publication and has no connection with Atari 
or wilh any other company or publisher 



The next issue of 
NEW ATARI USER 

will be on sale 22nd March 
Editorial copy date is 12th February 
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THE CREDITS 

All of the usual stuff is on page 1 but here 
ore the [H!«pLc who made this issue passible. 

Let F ill ogham worked late into the night 
just before Christmas last year to get it done 
before going on holiday 

Sandy looked after the advertising and mail 
order ond did enough work for two 

|ofcm R a Barnsley played a lot of extra tirn* 
without being paid (is h# ever paid?) 

The Regular Contributors, who provide the 
backbone of the magazine and can general- 
ly be relied upon to come up with good 
article* and reviews, are 



Garry Francis 
Matthew |ones 
(ohn llpvUion fr 
Paul Rixon 
lan Finlayson 



Mark Hutchinson 
Pohii Davison 
John Sweeney 
Daman Howorlh 



All other contributors for this issue ore indi- 
vidually credited alongside their articles or 
program*, Thanks to everybody far sharing 
their work and enthusiasm with other Atari 
users- 

Jhe three Johns, and Peter made the copy dare. 
Whodidnt then? 

The cover pirl un* is, by Paul Ling wood and 
the mice (other than the grey one attached 
to the computer) ore courtesy of Daixail's 
Pet Shop, Marstori Road h Stafford, Anyone 
know how to get droppings out of a 1A0XE? 

As 1 type Ntii Young blasts out sometimes 
quietly, sometimes ratti'mg the windows. 
Others who helped included ihriares Keane 
with a brilliant new album, loan Baez with a 
new one as strong a* Ever, Chris /tea's Rood 
To HetJ r Hoy Qr&fion and Friends, M i< k Manly. 
Kate Bush and, as ever JVanci GrifliffiA. If 
Roofs /ierardi do their stuff then Mary Ulaefc 
and Eric Bogie might also help out. It na p to 
be said, though T that the biggest inspiration 
this time was not the music but the jure of the 
sunshine/ Christmas In the sun, yeah* (Carry 
Francis says, so wfiat!} 

NEW ATARI USER is the magazine, 
PAGE 6 is the concept. Wherever you see 
PAGE 6 you Jl know what it nutans! 

The next Issue af NEW ATARI USER could 
feature YOU it article or program, 
so SEND IT IN NOW! 

PAGE 6 shows just what you ran da with your Atari, With 
Jhr exception of final output on a LinOtron and use of a 
rcpro lamera for the listings and photoi.. the magazine is 
prepared entirety with Afnn bawd equipment ami \orrware 
- not a Macintosh or ISM in tight! Hardware used includes 
130X1, lOSOdisk drive, S 1 0 disk drive, 4 1& cassette 
toccasionaltyih $50 interface, NEC 8023 prinWr. JO* AST, 
$MI24 Monitor, Atari SH2V4 hard disk drive, Cumana I 
me$ disk drive, Epson RX10Q prints. Kyocero laser printer . 
MicroirutftT printer buffer. Software includes Superscript, 
Turbo B&sfc, JCrmft, PC tntercomm. TAR!- J A! K Print W\z, 
STWriter, Frotexi and Fleet Street Publisher. 
Articles and programs submitted on XiJXL c/j-m urr *,utt 
jected to various cuxt&n written programs before being 
transferred across to the ST via TAMI-TALK. All mrijof 
editing is done wUh Prvtrxt and pages are laid out with 
Fleet Street Publisher, A disk with the finished pages is sent 
up to ?Vw Setting Studio irr Newcastle to typesetting bunruu 
who rcatty know what they are doing w\th tlte ST) to be 
output on u LinottQn 3flQ and, he? presto, tiniihrd ;w^es 
are sent bock. It really dots work * at last! Ait that ti left is 
Co drop in the Ustings and photo*, Well tt's not quite as 
easy as rhtrf, hut you get the idea! 



Welcome to another year in which the 8 -bit Atari is set not only to survive but prosper 
more than it has done for the past couple of years! The news columns in this and the last 
issue, whilst still a little sparse h give details of new releases expected this year and it is 
good to know that the new companies are including the Atari in their release schedules. 
The biggest problem will be actually getting these games distributed because all the big 
distributors are no longer interested (were they ever?) and It will be up to the smaller 
companies and the software publishers themselves to get the product out. Companies 
like Zeppelin and Byte Back are working hard to yet the multiple chains like W.H. Smith 
to once again take Atari product and we wish them well. Let's hope it happens. 

START WITH APOLOGIES! 

Now Is as good a time as any to give you the regular apologies for a problem that 
continues to plague us ■ the acknowledgement of your contributions We do appreciate 
all of your contributions but continually find ourselves in the position of failing to advise 
contributors whether their work is acceptable for publication. It is a major failing for 
which I apologise but it is a problem that continues year to year. 

Many times in the past year I have sat down with the intention of going through all 
outstanding contributions and sorting them out but it is never as easy as it seems and I 
always run out of time. Assessing the worth of a contribution is not the straightforward 
five minute job many people seem to think it is. The easiest thing to do is to take a quick 
look and decide that something requires too much work on it and dismiss it, but then 
you tend to throw out some good material. Several times I have decided to reject 
something, then looked at it months later only to decide that is was in fact quite good! 
Time factors, and the lack of help, means that most contributions are considered only 
when a magazine is due and those that don't make it for a particular issue are put back 
in the pile for the next time, That does tend to keep many people waiting for a long time 
but it also meuns that most contributions are still in with a chance each issue. Who 
knows, the next issue of New Atari User la drop through your door, could have your 
program or article in, as many readers have discovered to their surprise in the past year! 

Please keep sending all sorts of contributions but please be patient. If you need a quick 
answer then you can always ring us, but remember the easiest answer is no! 

STOS SUCCESS 

Our STOS column seems to be well received in all quarters and hopefully our decision to 
accept this as the Basic which we will support, will pay off It seems quite likely that 
STOS will be around for many, many, years which is more than can be said for most 
other Basics on the ST. FAST BASIC was going to be the trendsetter but has now entirely 
disappeared, GFA is still around and going strong but only in small enclaves, HiSoft 
failed to promote their excellent POWER BASIC and other* like OMtCRON BASIC, whilst 
strong on the Continent, failed to make it over here. 

STOS has been regarded by many as a 'play' language and not really a proper Basic but 
there are now several commercial programs available written in STOS and dozens of 
excellent public domain programs. As the programmers get better, the line between a 
STOS program and any other program {even if written in machine code) becomes more 
and more blurred and I defy any ordinary user to tell the difference. Probably the thing 
that will ensure success is the fact that the authors thought ahead and wrote STOS so 
that it could be easily expanded and updated. As I write this, the new STE has just 
reached these shores and the present STOS will not run with the new ROMs, but already 
Francois Lionet (author of STOS) has written a patch to upgrade all versions of STOS to 
run on the new machines. Francois thought about changes to the operating system when 
designing STOS and wrote it in such a way that it can be adapted to suit any operating 
system. What's more you adapt it yourself by running a program supplied in the public 
domain, you don't even have to return your disks or go out and buy new versions 
Wouldn't it be nice if all the software publishers hud had such foresight? There wouldn't 
then be so many problems each time Atari change their machines. 

INTO THE NINETIES 

What s going to happen during 1990? No predictions but it looks like Atari should have 
a good year both with the 8-bit and ST. The major problem with the XL/XE continues to 
be the lack of disk drives. It is possible to run non-Atari drives, even 3.5" dnves, with the 
XL/XE and with drives available at around £80, I cannot understand why nobody has 
considered marketing a suitable interlace. There are interfaces around, and in use, so 
why, oh why, doesn't someone start manufacturing them? It must be worthwhile and we 
would be quite happy to help market such an interface. 



4 Issue 42 - New Atari User 






▲ 





fa* 



INSTANT PLAY 
XL/XE ROM 
CARTRIDGES 



ARC HON 


14.9S 


BALL BLAZER 


14.95 


BEAM RIDER 


9.95 


BLUE MAX 


14.95 


DESERT FALCON 


14.9S 


DONKEY KONG 


12.95 


DREAD NAUGHT FACTOR 


9.95 


FOOD FIGHT 


14.95 


H.E.R.O. 


9.95 


JOUST 


12.95 


KA80OM! 


9.95 


MASTERTYPE 


14.95 


MINER 2049er 


9.95 


MISSILE COMMAND 


9.95 


MS PACMAN 


12.95 


MOON PATROL 


12.95 


MUSIC COMPOSER 


19.95 


PACMAN 


12.95 


PITFALL 


9.95 


PITFALL II 


9.95 


POLE POSITION 


12.95 


RALLV SPEEDWAY 


9.95 


REALSPORTS AMERICAN 




FOOTBALL 


12.95 


RESCUE ON FRACTULAS 


14.95 


RIVER RAID 


9.95 


SPACE SHUTTLE 


9.95 


TENNIS 


9.95 


ZENJI 


9.95 



XL/XE CASSETTES 



ACE OF ACES {6410 
ASTRO DROID 
BLACK LAMP 
COSMIC PIRATE 
CRACK UP 
DAWN RAIDER 
DOMAIN (IF UN DEAD 
DHACONUS I64KI 
ENCOUNTER 
FOOTBALL MANAGER 
[jAUNf LET (£4Kf 
GHOSteuSTERS 
GRANLl PHIX SIMULATOR 
GREEN BERET 
GUNFIGHTER 
HARQBALL 

JDCKV WILSON'S DARTS 
K. DALGLISH SOCCER 
LAS VEGAS CASINO 
LITTLE DEVIL 



2% 
2.96 

UG 
195 
1.95 



UQ 
2M 

um 

1.95 
2.95 
2 9b 
8 35 
2 95 



MAD JAX 

NINJA COMMANny 
NUCLEUS 
PERISCOPE UP 
PLANT ATTACK 
POGDTRON 

PRC MOUNTAIN BIKE SIM 

SCAPE GHOST 

SCREAMING WINGS 

SPACE WARS 

SPEED ACE 

SPEEDflUN 

STAR WARS 

SPY VS SPY TRILOGY 

SUPERMAN 

TECHNICOLOUR DREAM 
TIGER ATTACK 
TURF P-flttM 
WAR COPTER 
ZVBEX 



Z9i 

295 
1.95 
2.95 
7^5 



12 95 
295 
295 
2 55 
?!)5 

195 
? 95 
9 95 



2$b 
2.35 




XL/XE DISKS 



XC12 TAPE 



PRO LINE CONTBO 
QUICKSHOT 
SPEEDKING AUTOFIRE 



CHEETAH EXTERMINATOR 
CRUISER 

2600 VCS 

ST SOFTWARE 



ARKANOID 


1 1,95 


ASTRO DROID 


6.95 


BLUE MAX 




BOULDEHQASH II 


595 


CONFLICT IN VIETNAM 


16,95 


FIGHT NIGHT 


7.95 


FOUR STAR GAMES 1 


{5 .95 


GUILD OF THIEVES (64K) 


16_95 


KhNNFDY APPROACH 


12.95 


LANCELOT (64K) 


12.95 


LIVING DAYLIGHTS 


12.95 


MINI OFFICE II 


1695 


NEW YORK CITY 


3,95 


NATO COMMANDER 


12.95 


QUASIMODO 


7.95 


SILENT SERVICE 


12,95 


SOLO FLIGHT 


12.95 


SCAPEGHOST 


12.95 


SPEED RUN 


6,95 


SPY VS SPY TRILOGY 


12 95 


SPYHUNTER 


7.95 


TECHNICOLOUR DREAM 


995 


TIME & MAGIC (64K) 


12.95 


TOUCHDOWN FOOTBALL 


12.95 
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HOW TO TYPE 
and get 1 




Irau 



The proqram listings in NEW ATARI LlStft ore prepared carefully U> 
ensure that they can be typed in as easily us possible. Before typing 
tiny listings ensure that you are familiar with the use of the Shift and 
CON1KOI and INVERSE keys as outlined in your to Wiputer manual 
The listings are pr*|wred to match exactly what you see on screen. 
Every character thai you may ^ in a listing H included in the chart 
below for cross reference. By using TYPO 3 yw c an ensure that you 
type in the programs EXACTLY as they are printed- Remember, a 
tinglK typing mistake may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each line cjf a program printed in NEW ATARI LttER foeaJns with a 
tiKcial two Letter code. THESE SHOULD NOT BE TYPED IN They are 
used by the proqram TYPO to check that you have typed each line 
correctly- IF YOU HAVE NOT ALREADY TYPED IN THE TYPO * LIST- 
ING PL EASE DO SO NOW, The program can be used OS you type in 
each line of a pn>arqm or to check an already typed program. The 
code for each line will match but if you have problems check the 
listing conventions bekw carefully, you are masl probably typing a 
CONTROL character incorrectly. TYPO * cannot check whether a Line 
has been misled so if you have problems in running a Listing count 
the Lines in Ihe program and ensure none are missing. If the TYPO 
codes maUh and the program still does not run, LIST it to cassette or 
disk usintj LIST C; M or LIST "D: filename" r switch off the computer, 
re-boot and then ENTER the program using ENTER "Cf or ENTER 
T): filename". Save this version in the normal way, 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPO J to 
check itself (see 6 below) it may not work if you have made 
mistakes. 

2. SAVE or CSAVE a copy of the program- 

3. Each time you want to type in a program listing REN TYPO 3 first- 
The program will install a machine code routine in memory and 
then deJ^ie itself. Now lype in a Line as shown in the magazine 
excluding the first two let fer code and pHti RETURN 

4. A two letter codi: will appear at the lap left of your screen. If this 
cade matches the one in the magazine carry on and type the next 
line Nole r the code will not match if you use abbreviations it you 
prefer to use abbreviations LIST the Line you have Just typed, move 
the cursor ta lhat Line and press RETURN- The code should now 
moh h. 

s If the cotfV dues not match, use the editing keys to correct the line 
and press RETURN again Repeat if necessary until the codes match. 

& To check a Line you have already typed I 1ST the line, place the 
cursor on that line and pr^ss RETURN. 

7. When you have finished u listing just SAVE or CSAVE It In the 
normal way. 

You can type in a program without using TYPO 3 and then check it by 
SAVEinq or CSAVEing a copy of the program, running TYPO 3 and 
then LOADingor fl OA Ding vmji |. : ...| im mnl proceeding as in step 

6 above. 

Always SAVE or CSAVE a program before running it and always use 
l \ i>6 before telling us that a proyrum will noi run. 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



ex 

AL 



SA 3 RUM 



EL 

s a 



li HMHMH* 

Benson * 
if 



ur 

HA 

hc; 
Hi 

«K 
RR 
TO 

KC 
EU 

KIC 
ZR 
Ll> 
JM 
TO 
TW 
MF 

TH 
AH 

Krl 
Hft 
(■F 
Eft 
TM 
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1 rem wmmmw m : 

2 REM * TYPO III by Alec 

* June 1^05 

* A proofreader for ANTIC and 
p PAGE 6 based on TYt'O II 

* published by ANTIC wagaiine * 

4 REM MltHHH MMMMM MHMH ri MM M MM W H MM M W W JtH KM 
100 GRAPHIC 5 0 

110 FOR 1=1536 Tfl 17^1: BEAD A:CK=CK+A: 
POKE I , A : NEK T I 

128 IF CK03B76S T MEN ? "error in OATA 

statements - Check Typing n rF»D 
130 &=U5R C1536 J 

14© ? s? "TVPO III is up and running": 

184,160,0, 185, 26 , 3j 201, 
240, 200,200,700, 1^2* 36^88 
1020 DATA 242,96,200.163,73,153,26,3 
1030 DATA 200,169,6,153,26,3,162,0 
1048 OA TP 189,0,220,157,7^6,232,224 
lOSO DATA 15, 28B, 245,169, 93, 141, S3, 6 
1060 DATA 141 P &4,G,i73, 4, 228 

1070 DATA 10S 1 fl,i4i,95 l &,173 i b f 22B 
10S@ DATA ±05,0,141,96, 6, 169,9, 162 
1090 DATA 3, 14 9, 203,202,16, 2 51,96,0 
1100 DATA 8,0,0,0,0,0,0,0 
1110 DATA 0, 0,0.0,0, B, 32,94 
1120 DATA 6,9,72,20! ,165,740,55,230 
1130 DATA 203, 133, 20S,13e,/2, 169, 8,133 
1140 DATA 20Sp 162, 8, 18,36,200,6,209 
1150 DATA 144,7, 24,1»1|203, 144, 2, 3230 
ll^O DATA 70S, 202 , 200, 239, 133, 287,24, 1 



1000 DATA 
1810 DATA 



11/0 
101 

1100 

I 

1190 

1200 

1210 

1220 

1230 

1240 

16? 

±250 

1260 

1270 

169 

12 80 
9 

1290 

13 00 
f$ 

1310 



D A TA 204, lOi,207, 133, 204 P 16S, 205, 
DATA 2 00, 13 3, 205, 16 5, 2 06, 105, 0,13 



DAI A 
DATA 
DATA 
DATA 
DATA 
DATA 



, 104, 170,194,40,96 
'2,162,0, 134, 207 



205 

152, 72,162,0, 134, Z*JJ 
±60, 24, &, 204,36, 205, 3 8 , 2 06 
30,207,30,200,56,16! 
164, 170,165, 200, 233, 
134, 207, 133,206, 136 



, 130,72 
134, 288 



,207, 233 
,2,144,4 

■ , 208 f 2 27, 



DATA 3,165, 20 7 . 133 P 204 , 16 5, 2 00,6 
DATA 204, 42,201, 2ft, ±44,4,233,26 
DATA 23©, 204,202,200, 242 ,133 ,205, 

DATA 120,145, e«, 2U0, 1 92 , 4© , 2 0 0 , 2 4 

DATA ±65, 204 , 105, 160 , 160 , 3 , 145, 60 
DATA 165, 205, 24 , 105 , lfcl , 200 , 1 4 5 , 8 

DATA 32,69,6,104,160,76,153,6 
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IMMERSE SPACE 



t E5C ESC 

t ESC CTRL - 

I ESC CTRL = 

4- E5C CTRL + 

+ ESC CTRL * 

Ft ESC 5HIFT CLEAR 

4 ESC DELETE 

► ESC TAB 

□ E->C SHIFT DELETE 

Q ESC SHIFT INSERT 

Q ESC CTRL TAB 

D ESC SHIFT TAft 

Q ESC CTRL 2 

EJ ESC CTRL DELETE 

tl ESC CTRL 1HSERT 
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NEW ATARI GAMES 

Atari p]an to coniinue to support the XL and XE 
throughout this year with around six new software titles 
pec month planned, some r>l" which have already been 
announced. Odes to look out for now are SPEED HAWK 
and HEARTACHE which have already been mentioned 
in these pages. CONTAGION and Z-FORCE written by 
the folks responsible for CYGNUS XI plus ZONE PAT- 
ROL and TUBE BADDIES which Bob Kate of Atari feels 
is a real classic "as good as many 16- bit games". 
The games are certain Jy there, all Atari needs to do is to 
llnd elleetlve means of distributing them which, with the 
inajnr distributors not interested, is not an easy thing. 
We believe that talks were being held with several distri- 
butors Just before Christmas and hopefully well s« j <- 
these games on sale quite soon with many more to follow 
throughout the year. 



ZEPPELIN RISING 

Zeppelin seem to have a had a quiet period Atari- wise 
(or Is that Just imagination?) but are back with a 
vengeance wilh live new releases planned for January 
and February, KLrsi up is FANTASTIC SOCCER, an 
eight- way scrolling game with shooting, tackles, comer 
kicks, the lol to bring the excitement of the soccer pitch 
to your keyboard. Zeppelin describe l his one as being "as 
good as KICK OFF" Ancos big hit on the ST last year. 
Next is MOUNTAIN BIKE RACER, hastily renamed from 
Mountain Bike Simulator which Alternative managed to 
gel out first, written by I an Copeland, the man behind 
Draconus and Ninja Commando, and featuring many 
novel Ideas. SIDEWINDER is a re -release of one of the 
classic British games from many years ago. a scrolling 
helicopter mission. 



Later on will be WORLD SOCCER a simulation about ... 
er, soccer and GO HART SIMULATOR which sounds 
quite Interesting. 

Meanwhile Zeppelin are busy negotiating wjrh richer 
companies for more new Atari software and hopes to 
conclude a "major deal" quite soon which will bring a 
number of previously unreleased titles to the Atari. It is 
quite likely that more programmers will be required so if 
you are a dab hand at programming the Atari, preferably 
with some games already released tfive Brian Joblinga 
ring on 091 385 7755. Help him get that software out to 
usl 



HARLEQUIN SUCCESS 

Stephen Goss. of the newly formed company. Harlequin, 
reports that response to the news Item last issue asking 
for programmers to help with conversion work to the 
Atari was excellent and they now have enough program- 
mers and products lined up to last them a couple of 
years! 

Harlequin are still negotiating with some of the big boys 
for conversions of various titles to the Atari and have 
recently made an agreement with Mindscape. First title 
to be converted will be FIENDISH FREDDIE and there 
will be more to follow. Among those thai may make It are 
Elite s GHOSTS AND GOBLINS and ailhoufth 
Stephen is quick to point out that agreements and con- 
version work may lake some time, He is anxious not to 
create too much hype and make empty promises so we 
need to be patient. Trouble is, what Harlequin are doing 
is big news for long starved Atari owners who want to 
ktiow everything now! 

If only a few of the titles Harlequin are going after make 
It then it will be good news. Atari owners may well r at 
last, get some of the classics that have been around on 
oilier machines for many years. 



CALLISTO COMPUTERS 

DEPT A2, PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533 



ATARI SOO XL XI 



Beam Rider, Defender, Breadnaught. 
Gmxltna, Htro, Joust, Kaboom, 
Iriiwlle Command. Moon Patrol, Mr 
Cool, Pieman, Pirfall, Pitlall II, Pole 
Position, Riv«f Rsld, spae* Shultl*. 
Star Raiders, TennJs ? U$ Fpolball, 
JCftrtJi 



GAMES 

1*0 

AlrwolF 

Aatrodrold 

Afld&C ■IIIIIIIIIIIUJUXLIiil 

Ban&laier ...„„„„„, 
Black Lamp .„..,^.... 

Blue Max M ,„„„., 

RMSf, Simulator ..... 
Boulderdaah II ...... 

Chuckle Egg 
CoHo5.su a Chess: 

Cosmic Plraiie ........ 

Crack up , 

Cops nT Robbers 

□awn Raider — , 

Daylight RohOery . 
Domain of Undead 

Draconus .... < 

Drelba „„„„„ TTW , 

Druid 

Encounter , 

Escape irom Doom 
Fort Apolocolpysfr 
Fruit Machine Sim 
Gauntlol 



Cass Disk 



1.95 



S.50 
7.7S 

2.95 

2 9.5 

2.95 
1 -95 
1.95 
1.95 
1-95 
2.95 
G 3 5 



2. 95 



2.95 

2,95 



8.9S 
9,95 

4.95 



''9'. 9 5 
450 
5.9S 

4.50 



O ho si busters 

Grand Prix £Hn 

Green Beret _.™ 

{Jr id runner 

Gunlaw , 

Fool ball Menage r .. 
Hacker — _ 

Hardball 

Hawkquest ....^.....^ 

Henry's House - 

Hover Bover „,,„„,„, 

Intern. Karate 

Jocky Wilson Dan ., 
Joe 8lad« 
Kennedy Approach 

Kenny ualgllsh — 

Las Vegas Casino 

Little Devil _ 

Living Daylights ...... 

Lone Raider - 

Mediator 

Mi rax Force _ 

aA r I Q. ■ ■ ■ d m h . . . » Uh h . . . il A b I 

Mr RObet irriiiiirrri.iirn 

Nilemares ,. 

Nln|a Ccmnna.nee .... 

Panther 

Periscope Up 

Phantom 

Pogolron 

Quasimodo 

Retf MiflK 

Rescue on Fractalus 
Revenge II 

Robot Knights - 

Rockford 

Rosen s Brigade 

S. Davis Snooker 
5c ream J rig Wring* 
Shanghai ..... 



2.95 




2.^5 




2.95 


! 1 ■ ■ 


1 .9b 




1.95 




2.95 






595 






1 L LB 


17,95 


1.95 




1-95 






5.95 


2 9D 




1-95 






e.75 




11.50 


2.95 


4.50 


2.95 


4.50 


2.95 




3.50 






5. 00 


295 


4.50 


1 95 


■ ■ * 


4.5D 


695 




5.95 


2 95 


4.50 


1 .05 




1.95 


■ ■■■ 


2.95 


4. SO 


2.95 






4.9S 


£-95 








2,95 






6/95 


1 .95 


■ ■■■ 


5-50 




1.95 


■ ■■■ 


UO 





Sidewinder „„ 

Soloflighl 

Spfted Ace 

Speedrun ........ 

Speedzone 

Spy Hunter 

Star Wars 

Bun Star 

Tall Of Bel & . F - 
Tiger Attack ... 
Twilight World 
War Copter .... 
Winter Events 
Wizzard of Wor 

Z^XXOn n 

Zybex 



&.50 



Con. Vietnam 

Crusade in Europe 
Decision in Desert 
Eastern Front 
Knlghis oF Desert 
NATO Commander 

AOVENTUF1E5 

Gnome Ranger 
□olden Baton 
GunslLnger 
In grid's Back 
Lapis Phllosh. 
Scapeghosl - 
Suspect 
The Count 
Time A Magich 
Wax Works 



WEIVS STATION 23.SO 
Desktop Publishing Systmi IdiaW only; Hrilh 
FREE hM {Kog-rflm and 1ant mfftor 







2.9s 




9,50 


8 75 


2.95 


4.50 


2-95 




2.95 






4.50 


8.95 


10.95 




4.50 




4.95 


7.75 




2-95 




3-75 


6.95 




6.95 


HIE 


6-95 


4.95 


4.95 


2.95 


4.50 


Cass 


Disk 


■9.75 


8.75 


3.75 


9.50 




9-75 


.... 


2.95 




9-75 


■ ■ j ji 


9 50 


Cass 


Disk 


8.75 


9.75 


1,95 






5.95 


12.75 


12,75 




5-95 


12.75 


12.75 




11.95 




6&5 


12.75 


1 1 LI 


1.95 





NON-GAME SOFTWARE Cass 

ACE C Language .... 
Alsri writer Plus ...... 

Fig Forth 

Graph II 

Prlnls-hop 

System 8 Pools 
Touch Typing 

Turbo Basic 

Turf Form ....... k . .......... 

Vlscaic — 



2.95 
4.50 

lM 
4.75 



2.&Q 
17.5fl 

17.&5 

3.75 
17.&5 



Jefi Minter s Light Synthesiser 
CflueiiB only 



ATARI ST SOFTWARE 
at bargain prices 



Addlctabal! 5.99 

Allen Syndrome 8. 99 

AmerlcMil Pool „ 

Black Lamp - 5.33 

Football Manager 

Ice Hockey 5.99 

Karale ST - r ....,- n - r - S.GrB 

Las Vegas 

Mjifiter sound Sampler 28 00 

Marble Madna*t .„ B. 99 

Music Construction ....... rrr $-99 

S^rfinnimg Wings .............. 3.BB 

Skytajc II - - fl.*9 

Soldier of OpM 3-93 

Slarquake -- 5,99 

Thai Boxing .„„„—— S.99 

Thunder Wing 

Trip A Tron ... , , , , rr ~- 28.00 

War Blaster _ 5.^9 




Can't find what you want? Then send for out free catalogue of Atari software 
All Atari 8-bit orders include free membership of the Callisto Computer Club ■ 

All prices include VAT, postage and packaging for UK orders over £4.00. Please add 40 p for orders under C4 
EEC countries add CI per order. Non-EEC countries add £1 for first item and 75p for each additional item 

Make out cheques and postal orders to Callisto 
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Got a point 
to make? 

Got any 
questions 
to ask? 

Write to 
Mailbag 

R O- Box 54 
Stafford 
ST 16 1DR 



THE ALTERNATIVE 
VIEW 

I am writing in response to 
the Alternative Micro Show 
held In Stafford. This was 
the first Computer Show 
that I have attended and it 
won t b* the last! 
All that was missing was 
Father Christmas as it was 
a veritable gjotto of Atari 
8-blt delights. It was * won- 
derful experience to wander 
around actually buying soft- 
ware which I had previously 
only read about and loads of 
bargains to boot. I made 
four new Atari friends all of 
whom have written to met 
after a year of thinking I 
was the only one out here* 
what a lovely bunch of peo- 
ple all the Atari owners are 
from the big boys' like Cal- 
liat o and Page 6 down to 
some small 'two m&ti' 
stands like Dean Gorraghty 
and Derek Fern, Nothing 
was too much trouble for 
anyone and I thank every- 
one concerned for putting 
on a grand show. 
The one thing I did notice 
was that, by far the largest 
crowd were Atari UserSt 
need 1 say morel After five 
hours of aching feet, I trip- 
ped hack to Liverpool com- 
plete with 28 new games 
and programs, approximate- 
ly f 120 lighter but what a 
day! Well worth it, i will de 
finitely be going again in 
1990. See you there! 

Keith Taylor 

Mersey aide 



FROM FAR AWAY 

I travelled down to The 
Alternative Micro Show and 
Electronics Fair, a return 
journey of about 400 miles 
and I must say it was weU 



worth the Journey . I have 
already put the date of next 
year's show in my diary as a 
must". 

It was good to see the num- 
ber of companies and User 
Groups that support the 
Atari 8-bit and to tee that 
Atari Is not just a games 
machine. Advice was freely 
given by both companies 
and User Groups and you 
were not pressurised into 
buying goods. Unfortunate- 
ly the pocket and cheque 
hook were not big enough to 
buy all the bargains. 
I was also surprised to see 
the amount of support 
there was for the Other S-bit 
machines. 

1\W. Wood 

Hartlepool 

AND FROM AN 
EXHIBITOR 

Td Just like to let your read- 
ers know what a great show 
the Alternative Micro Show 
was. I was exhibiting at the 
show and had a great time. 
Not only did I have a profit- 
able day, but had great fun 
trying to answer people's 
questions and also picked 
up a few bargains for my- 
self! If there is anybody out 
there who dichVt go, then 
you missed a good day. 1 
made ft few interesting dis- 
coveries during the day, 
people still want software 
on tape and the most popu- 
lar type of software Is utili- 
ties. 

And now a few questions. 
Are Silica Shop still sup- 
porting the 8-bit Atari? 
Secondly, where can I get a 
printer ribbon for the 
XMM801 printer? I remem- 
ber you saying in an article 
that this printer is really 
just a Shlnwa CP90. so does 
this mean 1 can use a Shln- 



wa ribbon in my printer? 

Dean Garraghty, 

Doncaster 

It is great to get yoitr feedback 
on the Alternative Micro Show. 
We had a great time but mere 
curious to know how visitors 
would react since, by no 
stretch of the imagination, 
was this one the the flashy 
Atari Shows from yesteryear . 
ft was relatively small and 
mixed a lot of di fferent compu- 
ters with radio, electronics 
and ull sorts of odds and 
ends bat ii had more excite- 
ment than [ have found at any 
show since the very first Atari 
Show. It was relaxed and in- 
teresting with plenty of room 
to wander around in comfort 
and lots to discover. We didn't 
need to sell a great deal since 
the stands were so cheap, yel 
we had a great day and made 
more money thar\ at the last 
Atari Show at Alexandra 
Palacel 

The organisers have an 
Amateur Radio RaUy booked 
for the end of April at the Na- 
tional Motorcycle Musewn in 
BtmilrjrjrLarrr and asked us if 
we would be interested in 
coming along to a small Ein- 
sten and Atari Show to be 
held at the same time. Most 
definitely! This is likely to be 
a very small, informal show - 
a chance to meet and chat - 
and we will let you know next 
issue if il comes off. We will 
also give you details of next 
year s Alternative Micro Show 
as soon as we know the de- 
tails, that's for sure! 
As for your questions. Dean 
Silica are still support trig the 
8-bit but only Just, they only 
seem to be interested in what 
they have left in stock and, 
yes. a Shinwa CPSO ribbon 
does fit theXMMSOi Try any 
of the blank disk merelvmts 
you see in Computer Shopper 
and the like or, as a last re- 
sort, an office supplies shop, 
You H pay a fortune at the lot 
ter though! 



TRUE CONTACT 

I thought I would drop you 
a line to say a very hig 
thank you to the mag for a 
somewhat unusual reason, I 
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appreciate the article*, re 
views and so forth but I 
have a special reason for 
being grateful , 
Ton say you ore always In- 
terested in new uses for the 
Atari, well how about com- 
puter dating! Let me tell 
you a little story. A few 
months ago I replied to an 
ad In your Contact column 
for & penpal, purely to ex- 
change ideas etc.. 1 found I 
was corresponding with a 
lovely lady of similar age 
and Interests. Gradually 
Tcxtpro files were flying up 
and down the country at an 
incredible rate anf things 
progressed to three hours 

00 the phone every night 
(should get modems!). A 
while hack we met and hit It 
off straight away, love 
reared its head and we are 
now planning out futures 
together! 

1 bet you didn t realise 
what goes on through your 
Contact column! Thank you 
from both of us, without 
Page 6 there would be no 
romantic evenings around 
the keyboard because we 
would never have met! 

All the best and long live 
rage o from two arvolca 



Rob and Fran 

\m ■ .srun/' Remind* me nljout 
Harry Ctark mam; years ago 
(although he didn't fall in 
love!), anyone remember thai? 
Are you stlU around* Harry? 
Trouble Is, the Contact column 
is now going to be inundated 
with penpal requests. No per- 
sonal videos, please! 



NIN JA AT LAST 

I have recently written to 
System 3 about a conver- 
sion of either Last Ninja 1 
or 2 and their latest game 
called Myth. 

They answered my letter 
saying nothing has yet been 
produced hut hopefully 
sometime in the near future 
a conversion will take 
place, I was overjoyed and 
I'm sure all those A-bitters 
out there who have been 
waiting for The Last Nlnja 
will he too. 



I have a complaint about 
your mag. Not enough re- 
views for the 8-bit Atari. 
There is far too much on 
the ST after all there are 
lots of mags for the ST and 
only one for the S-blt. Also 
could you add some colour 
pictures to the mag. The 
Tipster, however, is great, 

Stephen Gray 

South Shields 

P S- Conlfi you please print 
this letter? 

Okay, Stephen, printed it is, 
even though it will make Ttie 
Tipster even more 
keep under control! The l^ast 
Ninja is definitely being con- 
verted to the 8-hit although 
not by System 3. You should 
Jftnd it oat on another label 
later in the year. As regards 
reviews jbr 8 bit products 
we've said it before and we'll 
soy it again , If products are 
released me will review them. 
We can't write reviews on 
nan-existent games. Every 
8-bit game ive receive for re- 
view is reviewed. One or two 
get missed because com- 
panies don 't bother to send 
tiiem to us. If you like writing 
s why not write to every 



company tfiat issues a new 
8 bit game to ask them if they 
have sent JW;iV sVIARl \ <SEH a 
review copy. Thai would help 
us and make sure you could 
read the review. 



NO ARENA 

After finally completing all I 
can in Alternate Reality: 
The Dungeon, I was wonder- 
ing if Datasoft were ever 
going to release The Arena 
on any machine, let alone 
the B-bit Atari! 
Could you please find out 
for me if they are going to 
release it as I am desperate 
for something new to play 
on my trusty old Atari. 

Andrew Hedges 

Basildon 

Sad news, Andrew. Datasajl 
were bought out by another 
company and there ore no 
plans to continue the Alter- 
nate Reality series on any 



computer. Although the Arena 
was partly written, the new 
owners pulled fta? plug on 
furtrier development and it 
looks like it will never appear. 
The chances of another com- 
pany picking it up, particular 
lyfor the Atari, are very slim. 



PASCAL 

Please could you tell me if 
you know whether any ver- 
sion of Pascal has been pro- 
duced for the 8-bit Atari. I 
have an XL with 1050 disk 
drive and I assume that I 
would have to advertise for 
a second hand version, but 
as it is just to keep my 
wife s hand in with this lan- 
guage, this would not be a 



Kr L. Laldlaw 

Hinckley 

The only tivo versions of Pas 
cat for the 8 bit Atari that we 
know of are Draper Pascal 
und Pascal language System 
by APX. both issued many 
years ago in the. States but 
never available over here. The 
chances of getting a copy now 
are remote bat you might be 
lucky, Tfxe company that 
issued Draper Pascal is Drap- 
er Software, 307, Forest 
Grove r Richardson, Texas 
75080, U.S.A. Wither they 
are still around is anybody's 
guess. APX was part of Atari 
and has long since dis- 
appeared but some APX prog- 
rams are still around. 



XL/XE TO ST 

My son has recently had an 
Atari ST, He would like to 
leam typing skills and the 
small program K-TYPE In 
your magazine looks an 
ideal way to help- Could you 
tell me whether there is an 
easy way to change the list- 
ings for use with the ST or 
do you have the listings to 
enable him to type It In? 

K. G. Mew 

Shrewsbury 

This enquiry is typical of 
many we receive from people 



who want to run the timings 
in NEW ATARI USER an their 
ST but. unfortunately, it can- 
not be done, at least not easi- 
ly. If you were a very good 
programmer you could find 
u*uys to convert a program, or 
rather take the basis of n 
program and rewrite it. but 
there is no other way to use 
XL/XE listings on your ST. 
There is an XL Emulator auail- 
.abhe in the public domain hut 
it is not suitable for beginners 
and would be very difficult to 
use unless you were already 
faniiliar with the XL or XE, 
Sadly, the ST Is not a prog- 
rammers machine in the same 
way as the 8 bit Atari is and 
in most cases you will have to 
resort to buying commercial 
software. Having said that. In 
(his instance, fielp is at hand 
for we have an excellent new 
Typing Tutor written in STOS 
available as part of our public 
domain library. The program 
is better than some of the full 
price commercial programs yet 
costs a mere £2.95! If you ha- 
ven't got our latest Accessory 
Shop update, drop us a line or 
give us a ring. 



STACEY 

My family has owned two 
8-bit Atari* for several 
years, a 600XL and an 
6 00 XL, These give us a lot 
of pleasure 4 as does reading 
your magazine. From time 
to time we get problems 
which tempt us to write to 
you for s solution but a ten- 
dency to procrastinate 
it1£3r}$ we never do - until 
now that Is i Reading Issue 
40 has left us with a ques- 
tion which compels us to 
break the habit of a lifetime 
and actually write to ask ■ 
what is Stacey supposed to 

do? 



Glad to see someone reads 
the cryptic messages! Stacey 
was supposed to help us out 
in all sorts of ways and gener- 
ally be a nice person. Trouble 
is she upped and left us last 
year for a tetter* job but she 
still comes back to see what 
fwi she is missing* • 
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GO FLYINt I 




1 





Treat yourself 
to the flight of 
a lifetime 



for £34.95 

(normal recommended price) 




please 



note 



that Flight Simu 



latof 




i4f i 
...ji*.';.. 




FtY 

WITH 

FLIGHT 
SIMULATOR 



This book FREE! 

with each copy of Flight Simulator II 



and we'll teach 
you how to fly 

for nothing! 

Get yourself a copy of one of the best prog 
rams to have been written for the 8-bit Atari 
and we ll send you a copy of Learning to Fly 
worth £12.95 absolutely FREE! That's a greal 
offer on a great program 



Use the order form on page 49 or send your written order to PAGE 6, P.p. BOX 54, STAFFORD, ST16 1DR 
Telephone orders accpeted on 0785 21 3928 using Access or Visa \ 



G ON YOUR XL/XE 



Further Afield? 



For the first time - all the Scenery Disks for the 
Atari 8-bit available together. These are the 
last remaining stocks of these disks avaiiabie 
Buy now or be forever disappointed! I 



Explore the Western USA 
Scenery Disk 1 Scenery Disk 2 

Limited supply only Very limited supplies 

Scenery Disk 3 Scenery Disk 4 
Scenery Disk 5 Scenery Disk 6 

ail at £12.95 each 

■ 

Scenery Disk 7 - Washington to Miami 
Scenery Disk 11 - Lake Huron and Detroit 

* Limited supply only 

San Francisco Area STAR Disk 
Japan - fly to more exotic lands 
Western Europe* 

* Very limited supplies 

all at £14.95 each 



These disks are available NOW and exclusively to readers of 
New Atari User. Our information is that these are the last remaining 
stocks Subtogic hold so it's first come, first served! 
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XL/XE CHEATS 

THE 




Are you stuck on one of your favourite games? Wouldn't 
it be nice to see what that next screen Is like, if onJy you 
could last long enough to get to It? Now you might be 
able to, if your favourite game is one that The Tapester recog- 
nises, for this utility, written especially for cassette users, enables 
you to camend certain games to make them easier to complete. 

TYPING IT IN 

The program Ibling contains a number of REM statements 
which refer to various games. Type the whole listing in as it 
stands and CSAVE u copy as your master. Alternatively you can 
create up to fourteen different programs by typing in only the 
DATA statement that refers to the game you wish to modify. You 
must ensure that the REM statement is left out and that only the 
word DATA and the numbers following are typed in. If you do 
the latter then the TYPO codes will not match so it is best to type 
in the lines with the REM statements and then remove them 
when you know your typing is correct. 



RUNNING THE TAPESTER 

You next need to create special listings for whatever game you 
wish to modify, if you have typed in and saved separate listings 
then you may just run the appropriate program. If you just typed 
in the master listing you should CLOAD that and then remove 
the REM statement from the appropriate line leaving only the 
word DATA and the numbers following. 

Now place your game tape in your cassette deck and press PLAY. 
RUN The Tapester program and it will load the game and alter it 
before the game runs. Whatever cheat you have installed will 
then be in place and you should be able to gel further than ever 
before! 

HOW IT WORKS 

For those who are interested in these things this is, briefly, what 
The Tapester does. The program sets up an IOCB in page 6 
which loads in the first four bytes of a machine code file. The 
first and second bytes are ignored but the third and fourth hytes 
tell the program where the game loads in memory (high byte, 
low byte} The game is then loaded in at this point and then the 
extra data from the Tapester program is added at the appropri- 
ate point. 

There is no formula for amending a game. All these cheats were 
discovered by trial and error using a disassembler. It takes a long 



Anyone got any more cheats that can be added to this 
program? NEW ATARI USER would be delighted to publish 
amendments or enhancements to this program. Write to 
NEW ATARI USER, P.O. Box 54, Stafford, ST16 I DR. 



VI 

Lf 
WW 

HG 
SH 
LT 



i 
2 
3 
4 

I 

7 
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HEM tf 

REM ft 

REH ft 

REM » 

REH ft 

GEM « 



UV 
HQ 



THE TAPE HACKER tt 
by ■* 
Daniel Welch n 

o 

u 

HEW ATARI LI5E R February SO « 
s reh imim i n ii m i i i mni * nnrmtwm 

rtK TH GRAPHICS 8: ? "FLEflSE HflIT . > . " 

ID 28 REAP A:IF A<256 THEM POKE 1536+1. A: 

1=1+1 : C=C# A : GOTO 26 
HO 38 IF CO A THEN ? "QEHROR IH DATA" ! 

END 

ST 4B * "LOADING ■ . .« 

bO DATA 165, 12, 162,16,1*1, 82,3,12,6*, Z 
28, 169,3,141,82, 3, 165,67, 133,283,169-5 
8 . 133, Z 84 , 169 . 2»1, 141 , 84, 3 , 169 
HZ 70 DATA 0*141, 85, 3, 16*, 4, 141, 90, 3,165, 
128,141, 91,3,162,16, 3Z , 06 , 2 26 * 16* , 7,14 
1, 62 , 3 , 16 9, 285, 141 , 84 , 3 , 16^ H & 
IC 80 DATA 141,B5,3,169,4,141,88,3,169 a fl, 
141, 89, 3, 162, 16 ,32, 86, 228,168,* ,185,18 
5,8, 145, 28? , 156 . 16 , 24 8, 165, 287 
HE 58 DATA 24,185,4,141,84,3,165,288,105, 
8,141, 85,3,169, 285,141,88,5,141,89,3,1 
62 , 16, 3 2 r 86 , 226, 16 9 , 12 , 16 2 , 1 6 
IL 180 DATA 141,82,3,52,86,228 

r=TI»HflJ:M DATA 169,109,14 



BATTY 



MJ 118 REM 

1,95,56,165,0, 141,96,56,76,64,48, 14828 
JO 128 REM HEHffliailiai 165,173,141, 

145 , 57, 76, 8, 36, 13545 
KO 138 REM [MIlIlIIIll 0 ATA 169,11,141,144, 

61, 76, 178,58,13606 
DJ 148 REM fggTJT?fin 13313 DATA 169 

,234,141,94,72,141,95,72,141,96,72,76, 

38, 35, 14224 
HZ 158 HEM MlI:Ha EH liJ'IfflUU WiT i H^ & fiT * 1 

69,8,141,94,31,78,34,24,13317 
KL 160 REM fgm>TFW ILf:TI>34:1 PAfA 169,234,14 

1, 2 J5, 17, 141, 248, 17, 141, 241, 17, 76, 0,12 

,14433 

TL 178 REM IIMUJS EEEH3 &*TA 169,85,141,19 

,01,76,8,48, 13347 
PC 180 REM HSE ^tlrUa^ EEH3 DATA 169,234, 

141,143,48,141,144,48,141,146,48,76,64 

, 27,14313 

wj iso rem rara:Tii:itid data 162, is, 109, 140, & 

,157, 124,18,282,15,246, 76,0,8,169,173, 

141,96,21,141,10,26,76,67,20,15858 
DZ 280 REM LMtlllJ DATA 169,255,141,19 

3,44,76,33,44, 13705 
GP 210 REM CTITntiTFa DATA 169,96,141,145,14 

7,32,6,14 7, 16 9,234,141,7,23,141,8,23,1 

41,9, 23,76,8,7,14633 
Oil 220 REM Hll'aiJlj DATA 169,96,141,104-34 

,32, 198,33,32,18,34,165,190,141,188,13 

2,165,132,141,109,132,76,3,120, 15489 
CL 230 REM ill 1:111* J DATA 165,234,141,114,13 

4,141,115,134,76,0,86,14892 
AM 246 REM JJ-1?l«l*sl DATA 169,56,141,49,16, 

32,6,16,155,234,141,58,94,141, 59,94,76 

,8,48,14387 
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DISK BONUS 



1 1 ttu i rtrtu i tun 




Here's what you can do to your favourite games 


BATTY BUILDERS 


makes the player immune to 
falling bricks and dynamite! 


STRATOSPHERE 


Infinite lives to make the 
game a bit easier! 


FIREFLEET 


removes collision detection 
so that you can fly through 
anything! 


CAPTAIN STICKY S 
GOLD 


Infinite lives again! 


ATTACK OF THE 
MUTANT CAMELS 


Get your own back on those 
camels with indestructibility! 


CRYSTAL RAIDER 


Infinite lives! 


HOVER BOVVER 


Now you can start up to 
level 16! 


SUNSTAR 


Infinite energy! 


ROBIN HOOD 


255 lives to make things 
easier! 


DIAMONDS 


Complete this classic with 
infinite lives! 


THRUST 


Infinite lives again! 


PANTHER 


Infinite lives! 


AIRWOLF 


Have a go at level 5 - it's 
unbelievable! 


DAN STRIKES 
BACK 


Crack this old favourite with 
infinite lives! 



Daniel Welch's program 
could put the Tipster out 
of a job! Now you can 
cheat on over a dozen 
top Atari cassette games 



BRIK-BAT 

by Trevor Briscoe 

A superb variation on one of the 
ati time classics with a construction 
set to build your own games 



j , n ti n 1 ai i : ■ mc a r> t u Li a i Bfl 




Brik-Baf is a game for (wo play era (one can be the compu- 
ter) who control bats at either aide of the play area. The 
object is lo finish the game with more points scored than the 
opponent. The game ends when the game timer runs out (if 
operating) or when either player has no bats left. The player 
with the highest score wins regardless of the number of bats 
left. 

Many great features including 

Up to 100 semens per set Special Bricks 
Laser Cannon Fire Slow or Fast Balls 

1 or 2 players 

BRIK-BAT is a real challenge for players of all abilities! 

PLUS 

BRIK-BAT CONSTRUCTOR 



Create your own screens or modify the existing screens with 
the Brik-Bat Construction set. Lots of features in the easy to 
use adit mode Hundreds of screens may be created and 
saved to disk or cassette to create your own unique version 
of BH IK-BAT. 

The are comprehensive instructions for the game end con- 
struction set on the disk and further printed copies are 
available on request. 



BRIK-BAT is the BONUS on this issue s disk. Disk sub- 
scribers will have received their copy already but the disk 
is available separately for just £2.95, Send a cheque or 
Postal Order with a written order to PAGE 6, P.O. Box 54, 
Stafford ST16 1DR or use the order form on page 49 



BRIK-BAT IS ALSO AVAILABLE 
ON CASSETTE - SEE PAGE 49 



New Atari User Ijju* 42 
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PROGRAMMING 





CHINE 





In the sixth 
and final part 
of this series, 
Stephen 
Williamson 
presents some 
odd routines 
to include in 
games or 
serious 
programs 



There is no theme to this, the last 
part of the Machine Code Library 
series. There are four short unre- 
lated machine code routines that con be 
used in a variety of ways. 
All the source code listings were written 
using the MAC/65 Assembler cartridge but 
should work with all Aturi assemblers. 
For non Machine Code users 1 have in- 
cluded BASIC listings that set up the 
machine code routines in a BASIC prog- 
rum No knowledge of machine code is 
needed to use the BASIC versions. 



A QUICK FLASH! 

The fiist routine adds a flashing cursor to 
the standard text (Mode 0) screen. Lots of 
computers, including the Atari 5T h have 
flashing cursors built into the operating 
system A flashing cursor is especially use- 
ful in word processing. J am writing this 
using Superscript (the best word processor 
for the Atari XL/XE), When the screen is 
full of text a non flashing cursor can take 
a frustrating amount of time to locate 
whereas Superscript's flushing one is al- 
ways noticeable. 

Location 755 Is known as the Character 
Mode Register. Various values can be 
stored in this register to affect both the 
cursor and the characters. A Zero is nor- 
mal inverse characters, 1 is blank inverse, 
2 means normal characters and 3 is solid 
inverse. Poke 755 with a value between 4 
and 7 and the characters invert! Impress- 
ive - but not a lot of practical use. The 
cursor is transparent with values 2 and 6, 
and absent with a value of L 
The cursor flash program sets up a Vertic- 
al Blank Interrupt routine that alternately 
puts a value of 1 and 2 in register 755. 
This switches the cursor off and on. 
Listing 2 is a BASIC routine that sets up 
the VBL After the program stops at line 
110 you can then do all onscreen editing 



with the flashing cursor. You can type In 
all those program listings without fear of 
losing the cursor in a muss of text. 

One effect of the routine is that all inverse 
characters also flash, This can be a useful 
means of highlighting text or messages in 
a program. For routine editing purposes I 
have stopped the user from writing inverse 
characters by storing a value of zero in 
register 694 r the Inverse Character Flag, 
This trap can be removed by deleting lines 
270 and 280 in the source code or by 
adding the commands found in line 100 in 
Listing 2. Three NOP (No operation) In- 
structions are added to the machine code. 

The speed of the flashing cursor is control- 
Led by the DELAY register (205). T his is set 
to a value of 8. To change the rate alter 
line 190 in the source code or add a line 
55 to the BASIC program: 

55 POKE 204, n 
where n is the delay value that you want 
to use. 

GRID EDIT 

Listing 3 is a routine to put your Atari 
into grid edit mode. Of all the routines in 
this series this is perhaps the least useful 
unless you do a lot of maths in squared 
exercise books and miss the square en- 
vironment. It is a routine searching for an 
application. Write to New Aturi User if you 
find something to do with it. The routine 
works by modifying the standard Atari 
character set. By performing an ORA oper- 
ation, a vertical line is added to each char- 
acter and then a horizontal line is added 
to the top of each character. When editing 
in this mode all letters fit inside the 
squares that make up the grid. 
Listing 4 is the BASIC version. Hope you 
are impressed! 
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j MACHINE COB E L IBtfilV 

: HEtt ATARI U*ER 
J P APT E - BOB* AHB EPM 

;liitin£ 1 - CUH^OH n»H 



If 

21 

n 

44 

Hi 
M 

Si »- IE 3b 

M .-APT OPJ 

01OB JETUBU = 

• lit •. f'.yr*v - Mi 4*1 .1 

bizb chact - 7^5 

BlJfl COlfMT T f«J 
tl4B BELAV S ZBB 
BJSB FLM 1 1*6 



LSI 04 

5TA COUNT 

IT* PLAS 

L OA H# 

STB BEt flV 



LIV MUttaUT*Z42 
LAM UVBOQUTSlBt 
JTiB 1ETUBU 

■rs 



UM 

■ 171 

tltt 
bibb 

B2EB 
tZlt 

txit 

•Z 3 ■ 
•3 4* 

mm 

414t J 

B2 7B UBBOUT LOA ttB 

ifto t#4 

INC tOUNl 

LPA COUNT 

CUP OELAY 

BNE EKIT 

LPA » 

ST ft COUNT 

LBA r LAB 



Ctiint* Miiue tB 

1-ffBEt SPPBd, 



BJ»(l 
BIBB 
HI LB 
BI2B 
B3!3f 
B 3 4 B 

4154 



? £VB 

md I« ta il Lh 
iiivprsi ltfftl-d, 



BI7B BE Q CURSE RDM 

4144 cursdRofp 1 LBA SI 

BIBB »T4j CHACT 

WW LBA IBB 

•4 It 47 A FLAB 

B4ZB J HP SVSUBU 
44 J* CUfl^ERDK LBA HZ 

B4*B IT* CHBCT 

«43B LBA HI 

444t 1TB PUM 

B47B JMp SV^UIU 

B4BB Exit jmp iveubu 




HL lfl BEN MACHINE COOP 
NO 2B REM) by 4T**h«* MM L I iBMSOn 
PN -SO HEM tar M« AT.BP i USBr . 
LZ 4fl B EH PART B - QPOl ABB EHftl 
EP BB REM LLMlUr, 4 - tfflft EPIT 
tt- 44 BIN bffI0$^4«f 
07 7fl FOR HTt TB 7B 

HB fl B REAP Al BR2P4 CH pH> =t »*«(*! 
KO ft NEKT H 

ML IBB *=U*R1APP CGPI0*)1 
TJ 110 STOP 

OP IIP OATA lM,t».l«l*iii»,l,l«I r 4 r llf 
jt,I», * , 1ZB j. IB 7 P I . Il4 . 1ST p t F 119 , 1 * 1 1 B 

ML lit OATA 157„| 1 lJ5.1St J S 1 ?26 r l f lZB,15/ 
l r L4£. 14? ft, £Z7^HlZBpLBT l t H i47rlS2 

BP L4B OATA it 1 p Z Z 1 . 1 ft * ■ 1 4 4. , 1 4 I r 2 1 d r 3 „ 1 B2 
p t P lBt P t.lOt,l?ft,lP7. 0- i*4,,4B7 i B,iB*,l 
07 

OV let OATA t F 1 44 • 1 57 1 1 1 147 j 1 311 r ZB A fc 1 B2 . 7 
. 1 tt ■ lGt r 1? 2 j- 5*B r 131,BB 



Left and above - Listings 1 
and 2 - the flashing cursor 



Right and far right 
- Listings 3 and 4 - Grid Edit 



NL It REM HKHEtK COOE 
no 2* OEM bu 5t**h*n Milliiwen 
ph i« REH for Mti AtBri UsBr 

LZ 4B REM PART fi - DBBS ANB ENDS 

UN EB REM LIST INC 2 - CURSOR TLASM 

KM BB FOR H=B TO 7B 

TE 70 PEAP A * FllKE l9S&*HpA 

HP 04 HLNf H 

SG Ifl i-USSdSW 

PA IBB BEN ABB ~ POKE IE IE * 2 3 , 23 4 i POKE IE 
ll*Z4 H 2.14; POKE 153E« 20,2^4 " TO A I, L DM 
INVERT REV* 

TJ IIP STOP 

TP 1ZB DA I A 1 B4 j. IB 1 , I r 1 ] 3 H 2 B4 ] 113 j ZHB r 111 

■ *P ■ 1 S J ■ J B ft , I 6 1 . 4f , JlBB , Z 1 P 1 B 3 H ■ , JZ . H , Z Z 
t 

174 OATA ?6j16* ,t P 141 . 1 CZ . ? , ? It , 144 P 14 
9, lt4 .If?. J05. ?tt. J4, 105 r f P 133 P Tt4, AOS 



PH 



14t ft AT A 2/tl.t, ?4« r LZ.lftTpl, 141,141 r Z. 
161,8,133, JOO. 70, lit, it* , 1 P 141 . 143 
IBB BAT A 3, 10*. I, 131 , 74E.ro. * 5, lit, 7ft, 
S0.22B 











Other listings overleaf 



THE RANDOM FACTOR 

listing 5 does have a use 1 , especially if you 
an 1 programming n t'tird tjamt-i. II simu- 
lates shuffling a deck of cards but con olso 
be used whenever you want to randomly 
sort a group of numbers. It is copied from 
a section of Las Vegas Casino which I 
wrote for Zeppelin. 

Line 160 determines the 'depth' of the sort 
which simulates how long the. shuffle goes 
on for Qnd the chances of an Individual 
card remaining in the same position, The 
'depth' is set to 100 but this can be altered 
in Line 160. 

Lines 180 to 250 place the 52 values that 
represent the cards in order starting from 
location 19000. This stack area is given 
the label STORES and represents the deck. 
At this stage the program simulates a new 
deck of cards when all the cards are in 
order, "The shuffle routine (lines 280 to 
500} then randomly rearranges the 
numbers. 

To sort less or more than 52 numbers alter 
line ISO, or in the BASIC version (Listing 
6), change the value of the variable Nl in 

line 70, 



SPEED OF SORTS 



The final routine is an example of □ 
machine code sort. There are many appli- 
cations where data needs to be sorted and 
there ore various methods of doing this. 
The insertion sort puts a mixed group of 
nam hers in ascending order. Jf you want 
descending order then just reverse all the 
numbers once the sort is complete. The 
program can sort any number of values 
but each value must be between 0 and 
255 r because computers don't like count- 
ing above 255. 

The Insertion Sort is not a particularly 
quick sotting method but is one of the 
simplest to understand. A sort of over 50 
numbers, takes a few seconds but that is a 
considerable improvement over the BA5IC 
version of the Insertion Sort. This type of 
sort is not recommended for large numbers 
of data - your Atari could be kept busy for 
a long time sorting a group containing a 
few thousand numbers. There are sort 
routines which are quicker but they are 
much more complex. The program works 
through the stack of numbers examining 
each poir of numbers it finds. If the first 
number is larger than the second, it swaps 
the pair of number? around. If a swap 



IB ; MACHINE CODE LIM*ftV 

SB p«y >t*VB MJJJNittfon 

4t ;fBP HEM ATARI 

EB :PA*T t - fl*AS ABB LffBl 

BB iLIETIHC 3 ~ CHIP (PIT HPM 

tt *= ZBBBB 

M - opt t*J 

BIBB CtHET - 57344 

•lift CHBA1E - Ittt4 

Bl EB LBA MR Ctiflfig* colour, 

tilt 4TA 71t 

Bl SB ; Copy standard char attic sat ti 

BlBB j! CHBA SE ■ Pari Dm apart tt tin 

BlrB \\* *44 horizontal Lint. 



tlft 
RiftB LI 
B21B 

tzzt 
4134 
B 2 4 B 



I, OA CHHTiK 
DBA M1ZB 
BTB CHBA^CpH 
LPA CHlET + f/ftftpK 
OR A «L2B 

4TA CHt*«£*a:ftfcpM 
LBA CHSET+512.M 
OOA HlZt 1LOB, 
IT A CHBBBE * SiZ , H 
ttft LPA CH^ET^7tl p N 

BIBB DUG U12B 

■III ST A CHBABE«ZBBpH 

tilt INN 
tilt NBIE LI 

BJ4B i OA HL14 

STB 7EB 

lpm ne 

PJ7t I 

BIBB ;Bdd Unf ta top of fharntf-r^ 
ft*** J 

B>4 LB LBA MZEE 

44 Z* 4TA CHtASCrh 

B4JB BTA CHBdlE*2&B i H 

t44t SI A CHBA5E^illptt 

BBSS ?TA CHt«lEt?4P.H 
B4&B il INN 

H4 7ft INV 

B 4 BB CP V H 7 

-H BNE LI 

BB8B IHM 

411ft BNE LZ 

BS2B ATS 



- 



-J 



occurs then q flog Is set to 1 {lines 400 and 
410). The routine keeps doing this, going 
up and down the stack again and again 
until no more swaps are possible i.e. when 
the FLAG value is zero which means that 
all the numbers are in ascending order, 
l ines 180 to 230 in Listing 7 and lines 80 
to 100 in Listing 8 put random numbers in 
the stack area (labelled STORES), but of 
course this part ot the routine can be de- 
leted if the routine is part of a program 
that has already allocated values to the 
STORES, In the machine code version 
STORES start at location 19000, but to 
prevent a clash with other areas of a 
BASIC program, the BASIC version puts 
the stack starting at 1536. This restricts the 
maximum number of data to 256 in the 
BASIC version 

So that's it - the end of the series. I hope that 
you have found some o f the machine code 
routines usetui All the jouri/ies hove been 
written to he adaptable so that you can cus- 
tomise them for your awn programs. If you are 
not already o machine code programmer then 
I would recommend learning machine code ■ 
its more difficult than BASIC but its not that 
difficult and it does allow you to do so much 
more with your Atari # 



New Atari User - Issue J2 IS 



it a 

24 t 

14 J Bit ftvvt Mill IB 

i| ; far HLM ATARI Ultft 

St IPART O - 

fit j LESTlHG 



B« •= 2*008 

** ,ORT 00 J 

tltt ^TOBtJ = 1*B»0 

•lit COIMtT - 104 

01Z0 NUMBER = 203 

si it t " * J "" J 

HU jPtll ftflf" with 
tit* p t »rtitc ut I V0 

010* > " 

LO* Ml 00 
)Tt EDUH1 
i DA HflZ 
STA HIIHiEt 
l t K H0 
HH 

1TA ^IDBE'jJ 

hh 

CPU Bli^tEB 
SHE Li 

4274 S — " *" 

0X00 fRandaR ■httfflr routint 



UN 
0i«0 
•1*» 



0iit 
•lit Li 
1111 
47.44 
0Ztt 



t?00 


. 

LI 


J4fl 


ft Ptfr 


tilt 




ThK 




•3Zi 




it A 


tr4tm*#t 


4KB 




PHA 




0140 




J*0 




B5ER 




TAV 


stores. t 


0] Fl 




STA 


stoaei.n 


tltt 




PL A 




tut 

04tt 




MA 
DEC 


*TDRES, ¥ 
COUNT 


B41B 




L Drt 


COUNT 


B4Z0 




CMP 




04X0 






LI 


4440 




4f f ■> 




0400 
040t 


RHP 

Li 


Li* 
crw 


Hf 74 


0474 




BCC 


EMIT 


04ift 




SEC 




44*4 
0000 




14 C 

J* 





HE 19 t WIT RTS 



it J " * " 

Xt j MACHINE CODE LltOARY 

1# Hi ntvr Hi 1 1 i imdii 

40 i for NEW ATARI USEA 

E-B ;PART * -. ODD 5- AHD EBB'S 

tt EL 11 TIHC 7 - IBSEN TIM SORT 

71 J" ~- 

aa *= 2t000 



tltt 
011t 

0IZt 

0110 

0140 

MB4 

■101 

417* 

•Iftt 
0191 

02 00 

41LB 



STORES - 1*444 
COUNT = Z04 
FLAG - 700 

J 

LOA ttSl 
% TO COUNT 

1T4 Ft A* 
LAN SO 
1.1ft 5377ft 



lit* *-f port 



LI 



STA *TOP.t">. « random 

CPH COUNT 

Li 



OZ+* 
BzBO 
0Z00 
■174 
0Z00 
42)4 

03 00 
B31B 
4124 
tilt 
0340 

B3BB 
037B 
0j0t 
113t 
0400 
0410 
t41t 
t*J4 
0440 
O430 
B4EB 

4 4 71 
D4B0 
B4 -w 



. * 

■10RT ROUTINE 



LT 



Li 



L4 



L&K 






STB 


FLOS 




LDV 






LOA 


5. TOHE 1 F H 


LLC 






CHP 




. V 


BEO 


L4 




ECt 


L4 




PH* 






1, Dil 


STORES j. Y 


Mfl 


STORES 


. K 


PLA 






ST* 


STORE 1 




LOA 


ttl 




1ft 


FLAC 




IRK 






ihy 






B WE 


CDUHf 
L I 




LDA 


FLAG 




DEO 


EH IT 




J HP 


LI 





E*IT HI* 





CODE 

LIBRARY 



HL 

PH 

L E 



m 
rn 

Of 
HR 
ha 

VI 

Ytt 

TH 

OA 

K7 



10 pem MACHINE CtOt LIBRARY 

10 REM fey ITPPfrPD WiHi»»ofl 

SO HEFP tOP N*V itiri usor 

40 ACM FftBT B- ■ ODD* AND- EHD* 

00 NEH LIlTINft ft - SHUTTLE 

tt C 0UHT-XO4 ! HUWEH -Zt'S E STORE -1 

74 Jtl-B3 

SO POKE COUNT, it«: POKE NUMBER. Hi 
7t FOB; H=4 TO HI 
144 POKE N+*TDRE,H 
114 NEKT N 
I?B FOR H-fl TO 4* 

130 RI.AP ftfPPKf 15J0*N,ft:NEHT 0 
144 4_U*RL1S361 
1U STOP 

100 DATA 144 F 33 E 32 ^ B-, 170 H 10? , 54,0, 7Z h 3 

1 F 12 , ft. 100, 1*Sj .04,4 P im? . *4 , B, 104 

174 DATA 10 3 , 14 ,1 , 1*0. 204 > 10-5 , 244 , ?B1 P 

0. I0O d 2ZD, ?0 . 171, 1 fl r Z 1 B j 1 > V j f"0S , 144 h O , 

■4 

IBB B A T A 22*. 20Bi7Si 30,4,14 




LI 
D C 
il 74 
ft u 
HH 
UL 
FA 
T4 
ie 

FH 
TB 



AP 



lO REM HACtllWF C»E 
24 BEN kW St»ph*0 Mi 1 1 i nnsan 
30 HEfl r«-T HPH Atari US4P 
44 RE H PART 0 - 0004 AMD EHR-4 
SB HEH LI^TTHC O 1HSE0T JOB SORT 
C0 STORES ± 14 » 
70 COUHT=Z44eHl=S0 

ot rot I?=4 TO Hi 

*0 POKE STONES*! .IlttHMiWIU 

144 NENT I 

114 FOB Iil Ift «1 

1ZB HEAD AiSORTtEl^Ii^GHNSCftJ 
114 NENT .1 

14 1 A-= USR EAOA C SORT 41 ] 
134 STOP 

ICO DATA 144,1*7. 1X4, Z44,1G4>1* IB* ,B 
P t F 14 P 7X7 j O * O , Z 40 p 1 7 ■ 4-4 4 i LB t 7S, ItB 
174 BAT* 10Z. 0, 0j lB4*1BJ*0j0j 1**p 1 

, Z00* 132 , 244. 2Z0„ 104 „ ±BB,»4> 100 




left - Listings 5 and 6 

- the Random Shuffle 

Centre - Listings 7 and 

- A useful Sort routine 



MAPPiNG 
THE ATARI 



MAPPING THE ATARI 



NOW BACK IN STOCK! 




for ail XUXE 
NEW ATARI USER 



Price £17.95 

- you wont get tar without it! imported from 
gvt your copy while current stock* last 



Order from PAGE 6, P.O. BOX 54, STAFFORD, ST16 1TB 
or by telephone on 0785 213926. Access/Visa accepted 

We 4uuv44t ¥0*1 *hMlt for bamIInHIK* b4»f oro arct*rin4J thit It 0 W0iy poewftor 
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• ATARI « IIT P 1 5K N EH RELEASES FAOn B, MARE SOFTWARE - &.BTfTE5 - 

utiMIIIIM MllltltMU I in»> Ml<lllM4l 



MLTAN ESCAPE 

A *Z3NE 
FIVE DICE 



£ S.BB 
£ 5-89 

E 



E>ARC 

CTB0R--5T1EN 
ft. BASE 1 



1 5,99 
£ 12, 1-5 



PLEASE NOTE - CASSETTE VERSIONS M\LL BE AVAILABLE ON REQUEST 



A. 7 AB 1 ST NEW RELEASES! FH.0T1 B . MAKE SDFTUARF - B.BTfTES 



H ENGU I N 
ftiLLl BOUNCE 



E 4.»» 



SUPER CARP 
JMKP JACK 



£ 2*. 95 
t 4-9-9 



■ ■■■■•■LiaL. | i I i i ■ m m m i m m -m * *■ ft i I I 1*1-1 ■ + * I ■ I 1 ■ ' 

ATARI ST EDUCATIONAL FROM ft. U ARE SOFTWARE - B - B VTE5 

IIHlllliltltllllllMFMl'l > Ilttil^ll ! 



B . SPELL I 1A.95 ! 

FLaV SPELL £ l*,-95 I 

CDNSTUCTlON SET £ 9.B5 ! 

BIRDS DATA DISK 2 E 9> r 9S 



R . BASE Z VER 1-5- E 14. 95 

KITJ50FT MATHS t 11. "95 

AKI HALS DATA DISK 1 £ 9.B5 

B.SFELL * CONST SET E 19,95 



DYER LOO ATARI & BIT PROGftAHPiES IN STOCK > BOOKS AWD ACCESSOAIES 



ATARI 520STFH EDUCATIONAL PACK 

ATARI ^ZOSTFrl EC-LCATIONAL * 5AM E 5 PACK 



L359. 00 
E39S-00 



B . VAH.E SOFTy ARE ■ fi . B VTES 
1ft S OUTH F I ELD RD 
H I NCKLEV 

LE1C5 LtlO SUA 
TEL 04^5 6LiJ77 



VISA PRICE t-S 5T5 AVAILABLE 

f LEASE R.1NC CR URITE 
ACCESS STATE CDPtPUTEft 

OPEN 9 - S 
An LKPftESS MOW TO SAT 



PROGRAMS WANTED 



Vour programs are wonted as BONVS programs for our issue 
di*ks. What we need are machine code games or utilities that 
would be too long to print as type-in listings, programs that huw 
lots of support files to read in or things that fill an entire disk- 
How about games that were released commercially but are now 
long gone, [f you are the author and have the rights you can earn 
yourself a few bob more. We will pay you up m £100 for BONUS 
programs depending on their complexity and nature, There must 
be dozens of programs out there waiting to see the light of day, so 
send them to us. 

Make sure your disks are clearly marked BONUS and thut the 
programs are adequately documented. Send them to PAGE 6 P 
P O, BOX M, STAFFORD, ST 16 
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Expand The Capabilities Of 
Your 8 Bit Atari 



Printer Cannection 

ICD's Printer Connection i&a Centronics parallel 
pnnler m^riace lor Atari's 8 bit computers which 
plugs into me computer's serial disk drive port 
and then directly into your Centronics printer. It 
work s w ith most pa rail e I pr inle rs and & b*t sof twa re 
wilhout the nee<J for special driver software and 
includes a buili-in printer cable £29.95 

US Doubter 

Expanding the 1050 disk drive's strength is whal 
ICD's US Doubter is all about. A irue performer in 
the area Oi hardware moditications. Ihis chip sel 
quickly iransforms your Alan into a powerhouse, 
radiating with innovative lealures never betore 
possessed by a 1050. Features like irue double 
density (or greater storage, single and double 
density support, an acceleraled I/O rale designed 
to tnpie your speed when combined wilti 
Sparta DOS and full com patibi lily wilh existing 
Alari software 




LS Doubler 



fib 



SpartaDOS 
Conitmcliorl 5*1 





This Dish Operating System has been widely 
acclaimed as the best DOS lor Ihe & bit Atan 
range Spa rla DOS I torn I CD s upports eve rythi ng 
Irom 810 disk drives through RAM disks to hard 
disks. A special menu allows rapid transfer, 
erasure and locking/unlocking of files using only 
the Space Bar. Option, Start and Select keys. 
The utility package supplied also features a 32 
character keyboard buffer, intelligent switching 
belween disk densities, a binary tile game menu, 
subdirectories and time/date stamping Ideal lor 
use wilh the new XF551 £29,95 

SpartaDOS & US Doubler Pack Only £49.95 
SparteOQS X 

Sparta DOS X gives you all of the power of 
SpartaDOS. bul on a cartridge (with built-in 
cartridge port tor attaching olher cartridges) so 
that Sparta DOS is Ihere when you need it £49.95 

SpartaDOS X & US Doubler Pack Only £74.95. 
P:R: Connection 

Now you're no longer limited to Atari compatible 
printers and modems. The P;R: Connection 
plugs directly into the serial disk drive port ol any 
Atari B bit computer and provides the user witti a 
standard Centronics printer interface and Iwo 
RS 232 serial ports, 1 1 also draws its power from 



P;R; Connection 



J? 



Frontier Software 
P.O. Box 113 
Harrogate 
North Yorkshire 
HG2 QBE. 
Tele phone 
(0423) 567140/ 
530577. 



tor a power point while its compact size loaves 
your work space virtually clutter free. 

The P:H: Connection's serial ports m&e a fully 
compatible R: handier and resemble those ol the 
Atari 850 interface with the same signals and 
1 unctions E&9.95. 

Frontier Software also distribute all 8 bit OSS 
products such as Action? (£49.95), Basic XE 
(£49.35 ) . Basic X L (£39 . 95 ) a nd M AC«'G5 ( £49 . 95 ) 
and their associaled toolkits (£19.95) and the 
remaining ICD products Rambo XL (£29.95) 
and R Time 6 (£49 95). Please write or phone tor 
our catalogue. 

All prices include VAT. Please add £2 30 for 
postage and packing on orders ol less than 
C 100.00. Frontier accepts VISA and ACCESS 
(Mastercard). All products available from all good 
dealers or direct from Frontier. 
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Welcome to the first Tipster treats of 1990 a warm and 
prosperous happy New Year to you all! t trust you're 
getting over your Christmas vocations and settling down 
to some serious game-playing. 

Included in this edition are the answers to the prayers of dozens of 

readers a complete solution and map to SPELLBOUND and 

the correct sequence of events (with mapt for ACTION BIKER. 

Firstly, though, i must kick off with the game that has received the 
most requests for help since The Tipster stepped into these pages - the 
dreaded QUEST FOR ETERNITY!!! The most prolific help has 
been sent in by Raphael tspime of Peterborough. Raphael has appa- 
rently overcome the many bugs in this game and actually completed 
it! I would dearly love to set his hints/coded answers out in Vncle 
Garry' fashion hut I believe that the full solution would ease many 
minds right now. So here we go!! 

m 

QUEST FOR ETERNITY 

THE FULL AND FINAL SOLUTION 

LOOK PANEL ENTER ASP ■ N - GET SPACESUIT - S - S - E - CONNECT 
PIPE - PRESS BUTTON - GET SCREWDRIVER - GET KNIFE - W - W ■ GO 
BED - GET MANUAL • GET PILLOW - GET MEMORY - GET UP - LEAVE 
PILLOW ■ FIT MEMORY - READ MANUAI LEAVE MANUAL E - N - N - E 

- WEAR SPACESUIT - PRESS BUTTON - GO DOOR - REMOVE SPACESUIT ■ 
D - E - UNSCREW COVER - GET COVER - GET CIRCUIT - W - U - WEAR 
SPACESUIT - GO AIRLOCK - PRESS BUTTON ■ REMOVE SPACESUIT - GO 
DOOR - W GET ANALYSER - E - S - S ■ I- REPAIR DATA LINK - LEAVE 
ANALYSER - W - N - N ■ E ■ WEAR SPACESUIT - PRESS BUTTON - GO 
DOOR ■ REMOVE SPACESUIT • 0 ■ E - FIT DATALINK ■ LEAVE COVER - 
SCREW COVER - W - U - U - E - LOOK DISH - PRESS BUTTON - W - 0 - 
WEAR SPACES JIT - GO AIRLOCK ■ PRESS BUTTON - REMOVE SPACESUIT 

- LEAVE SPACESUIT - GO DOOR LEAVE SCREWDRIVER - PRESS YELLOW 

- PRESS GREEN - N E - PRESS BUTTON - GO DOOR - E - E - CUT 
VEGETATION - CUT VEGETATION - LEAVE KNIFE - GET MIRROR - N - GET 
VESSEL • W - REFLECT LIGHT - LEAVE MIRROR - GET BAR - S - GO 
AIRLOCK - PRESS BUTTON - LEAVE VESSEL GO DOOR - S - S - D - OPEN 
CRATE - LOOK CRATE GET VISOR LOOK CRATE - GET BLASTER - 
LEAVE VISOR - LEAVE BAR - U - N - N - E - PRESS BUTTON - GO DOOR ■ 
N ■ E ■ N ■ GO DOOR WW- SWITCH BLASTER BLAST ANDROID - GET 
ANDROID ■ S - S - THROW ANDROID ■ LOOK TOWER - W - GET 

TRANSMITTER - (We believe this is spelled on the screen as 'Transml- 

ter?!t - N ■ N - LOOK PARTS - GET MODULE ■ FIT MODULE S * S - 
TRANSMIT ■ LEAVE TRANSMITTER. 

E-N-N-E-E - GET PLATINUM ■ D ■ W - LOOK CHEMICALS - GET 
PHIAL - E - U - S - W - GO AIRLOCK ■ PRESS BUTTON - GO DOOR - S - 
PRESS YELLOW - PRESS GREEN ■ N - E - PRESS BUTTON - GET VESSEL ■ 
GO OOOH - N - N ■ GET WATER - S - MIX I H RADIUM S - GO AIRLOCK - 
PRESS BUTTON - GO DOOR - W - POUR VESSEL - E - PRESS BUTTON - 
GET SPACESUIT - GO DOOR - N - N - GET WATER - POUR PHIAL - CLIMB 
COLUMN - LEAVE VESSEL - E - SWITCH BLASTER - BLAST ICE ■ BLAST 
ICE - WEAR SPACESUIT GET BRONZE - THROW BRONZE - REMOVE 
SPACESUIT - GET BRONZE • W - N - WEAR SPACESUIT - E - N - N - 
REMOVE SPACESUIT ■ PRESS GLASS WEAR SPACESUIT S - S - W ■ — 



SPELLBOUND 

Many readers hove sent in tips r maps and solutions on this one. 
Here is a compilation of all the information revived on this 
gome, 

Drop the ADVERT then pick up the TELEPORT KEY and 
TELEPORT. Keep walking RIGHT until you pass by THOR ar\d 
reach the little ledge. Jump onto the ledge and walk LEFT, past 
the flowers, until you come to a GLOWING BOTTLE. Pick it up 
and TELEPORT. Now pick up the TELEPORT PAD you're stand- 
ing on and walk LEFT until you come to a RED HERRING - pick 
Lt up 

Continue to walk LEFT until you come to the ADVERT (this is 
whe re you started the game) and drop the TELEPORT PAD. 
Curry on walking LEFT until you reach the LIFT Call the lift 
and enter when lt arrives. Move the lift to the SECOND FLOOR 
and walk RIGHT until you come to SAMSUN. Sometimes Sam- 
sun is already in the lift. Take the ELF HORN from SAMSUN, 
go bock to the lift and drop the RED HERRING. 

Now move the lift to the ROOF Walk over to LADY ROSMAR 
and pick up the BOTTLE OF LIQUID, Carry on walking RIGHT 
until you come to the WAND OF COMMAND. Pick it up and 
TELEPORT, You should now be standing next to FLORIN THE 
DWARF, so give him the BOTTLE OF LIQUID and COMMAND 
him to WAKE UP. Take the TELEPORT PAD and walk LEFT to 
the lift. Drop the TELEPORT and BLOW THE ELF HORN to 
summon FLORJN THE DWARF When he appears, COMMAND 
him to SLEEP Enter the lift, move to the SECOND FLOOR and 
find ELRAND - take the MIOLNIB from him. If he's reluctant 
to release the MIOLNER, COMMAND him to be EJAPPY and try 
again. Now TELEPORT back to the lift, 

SUMMON THOR and give him the MIOLN1R. COMMAND him 
to HELP and he will fix the Control Box. Now COMMAND him 
to SLEEP, Enter the lift and move to the BASEMENT. Pick up 
the RED HERRING, walk RIGHT and drop the TELEPORT KEY. 
PLck up the POWER PONG PLANT r CAST the FUMATICUS 
PROTECTUM SPELL, drop the PLANT and the RED HERRING, 
and pick up the TELEPORT KEY. 



t 



REMOVE SPACESUIT - LEAVE SPACESUIT * GET GOLD - S - 0 - S - S - GO 
AIRLOCK - PRESS BUTTON GO DOOR - S - PRESS YELLOW PRESS 
GREEN - K - E - PRESS BUTTON - GO DOOR E - S * LOOK UNDER- 
GROWTH GET SILVER - S - SWITCH BLASTER - BLAST GQRPHGN 
LEAVE BLASTER - S ■ 5 - D - E - S ■ GET TWINE -N-W-U-N-N-N-N 

- E - FIT PLATINUM ■ FIT BRONZE - FIT SILVER - FIT GOLD - D - TIE 
TWINE - PULL TWINE - S GET PRISM N - LEAVE TWINE - U - W W - 
GO AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW - PRESS 
YELLOW - PHESS GREEN - N - E - PRESS BUTTON - GO DOOR - N - N - 
CLIMB COLUMN - W - U - FIT PRISM W - GET QUARTZ - E - D - E - D - S 

- S - GO AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW - 
PRESS YELLOW - PRESS GREEN - N - E ■ PRESS BUTTON - GO DOOR - N 

- E - H - GO DOOR - W - W - S - S - D - LEAVE QUARTZ - U - PRESS 
SWITCH - D - GET QUARTZ -U-N^N-E-E-S-S-S-W-GO 
AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW - PRESS 
YELLOW - PRESS GREEN - N - E - PRESS BUTTON - GO DOOR - E - E D ■ 
N - GO BOOTH - FIT QUARTZ ...... 

to complete you* Quest For ElernityM! 
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Enter the lift and move to the 
GROUND FLOOR. Walk RIGHT until 
you find a LASER. Pick It up. SUM- 
MON LADY R05MAR, give the 
LASER to her and COMMAND her to 
HELP She should burn a hole 
through the walL Stund on the POOL 
OF LIQUID and CAST the AMAROUS 
PHOTONICUS SPELL. Go back to the 
lift and move to the FIRST FLOOR. 
Walk to the extreme RIGHT of the 
floor, pick up the TRUMPET and 
TELEPORT. COMMAND THOR to 
WAKE UP, then enter the lift and 
move it to the FOURTH FLOOR. 
Move RIGHT, SUMMON THOR and 
COMMAND hirn to HELP. 
Return to the lift and move to LEVEL 
TWO Walk all the way to the 
RIGHT. SUMMON EI RAND, qjve 
him the TRUMPET and COMMAND 
him to HELP. He will blow the trum- 
pet and make the wall collapse! 
The key to solving the game 
lies kn the CRYSTALS. One is 
found on the FOURTH 
FLOOR, another Lit the far 
end of of the ROOF and the 
last on the SECOND FLOOR. 
Collect them all - when you 
have them r take them to the 
GROUND FLOOR and get the 
CRYSTAL BALL from SAM- 
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SUN Get ihe WHITE GOLD 
RING fram the SECOND FLOOR, 
then cjo bock to the end of the 

GROUND FLOOR and SUMMON a character. When he or she 
appears, give the CRVSTAL BALL. Fick up the WHITE GOLD 
RING and CAST the CRYSTAL LI UM SPECTRALJS SPELL. (Vou 
also need the WAND OF COMMAND). THROW ALL THREE 
CRYSTALS AT GJMBAL TO YRLL HIMJfl 

NOTES 

1. A BANSHEE is ttupjfed inside the GLOWING BO I I I T Once 
the bottle is dropped, the BANSHEE is released COMMAND 
it to HELP for more clues. 

2. To please OR IK the CLERIC at the end of the SECOND 
FLOOR, give him the BOOK OF SHADOWS {it can be found 
on the same floor). To get to ORIK, destroy the wall between 
you and him - go to the FOURTH FLOOR, move RIGHT and 
SUMMON THOR When he appeom, COMMAND him to 
HELP (he must have the MIOLNIR). He will launch <j bolt of 
lightning at the tower which loosens a stone. This must be 
done so ELRAND can destroy the wall which hides ORIK. 

3 If you pick up the STICKY BUN on the FIRST FLOOR you 
won't be uble to drop it, thus limiting the amount of objects 
you can carry. 

4. Pick up the BOOK OF RUNES along with the RUNESTONE 
and you can reod it. 

5. If you wish to fix the BROKEN TALISMAN, give FLORIN THE 
DWARF the BAR OF GOLD, the BROKEN TALISMAN and the 
TUBE OF GLUE - then COMMAND him to HELP. 



SPELLBOUND 

Mftp courtesy of Paul Dobson 



You can't keep The Tipster down 
■ there's more over the page!! 



THE GIVEAWAYS 

Now here's a problem because that sly tad Tipster 
has put together several readers hints and tips to 
provide the answer? to this Issue's problem games, 
so who do we give that lovely Databank Watch 
to? Weil It has to be Raphael Espime doesn't It - 
maybe the only person in the world to have battled 
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easy, Raphael! 

This time we have on offer ANY TEN BUDGET 
ATARI GAMES of your choice 1 If you are the 
chosen one and can think often budget games you 
don't already have well send them to you, provided 
that they are still available! Get thinking and bury 

ton of maiL 
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Jfep courtesy of lonta 



ACTION BIKER 



Help on this one tomes courtesy of A. I onto from Glasgow and 
several other readers. The object is to collect 40 items scattered 
throughout the town. The items will eventually help you to 
overcome various obstacles littered over the landscape. You start 
the game outside the town's petrol station, and you have return 
here when your bike's fuel starts to run low (although something 
you pick up later on in the gome is an cnluryed fuel tank). 
Once you start you are given u Lime limit to collect the first item, 
which is somewhere in the landscape. Luckily, your bike is able 
to go off the road, although you have to be careful not to ride 
into the many fences and walls. Once an item has been collec- 
ted, the time remaining is converted into points and another 
time limit is given. 

As the game goes on the objects are located in less accessible 
places and eventually you hove to use all your skill to reach the 
items. For example, you have to use ramps to jump fences to 
collect un item totally fenced in. The town is quite large and 

wraps around 1 so it's possible to keep travelling on the same 
road until your fuel mns out. 

The objects to collect (see map) are, In order: 



You now go to the Race Track Move to a position just behind 
the Start Line and go, on the green light straight to the other 
end of the track or you will be disqualified and lose a life. The 
time taken is added to your final score. 

COME ON GUVS AND GALS! 

We've only had room this Issue for a couple of games but next 
time, if YOU supply the hints, we'll cover a whole host of Atari 
games. There has been a good few new releases lately so how 
about some hints and tips on games such os COSMIC PIRATE, 
NlNfA COMMANDO PRO MOUNTAIN BIKE and all those 
new ones which will have hit the shops by the time you read 
this. Don't forget the oldies either, they are all welcome. Some- 
one somewhere is stuck on the game you have just completed! 

Send it all In to 
THE TIPSTER, NEW ATARI USER. 
P.O. BOX 54, STAFFORD, ST1G 1DR 



1 . CRASH HELMET 

2. RID1NG LEATH/S 
1HIGHWAY CODE 

4. GEARMX 

5. CLOVES 

6. HEADLAMP 

1. PETROL GAUGE 

8. LARGER. TANK 

9. T0OLB0X 
lOMJDGUARDi 



11 .SUNGLASSES 

1 2. FAIRING 
11C AN or POP 
U.V1S0R 

15. EXHAU5T 

16. P0WER BRAKES 
17.5FEEDO 

13. ERAKE LAMP 
I9.01L CAN 
20.T/CHARCER 



21 -COOLING FINS 
22.1NDICATORS 
23.MIMOK 
24.2-TONE HORN 

25. REFLECTORS 

26. ROAD MAP 
27.STARTER 
2B.LUNCHB0X 

29. C.B. RADtO 

30. G/F STRIFES 



11. WATER SKIS 

32 FERE EXTINGUISHER 

33 JOG LAMPS 

34 .STOPWATCH 

35. M. 'CROSS TYRES 

36. M-R 

37. E/IGN1TION 

38. REV COUNTER 

39. W1NDSH1ELD 
4Q.TOET FOR RACE 



A TIPSTER EXCLUSIVE! 



Every reader sending In a NEW hint 
tip, cheat or map will receive THE 
TIPSTEft * unique badge, whether 
the cantribntion it used or not. The 
EinLy qualification is that the tip 
must not have been used before Lb 
this column (ripping pages out of 
old Atari User mags doesn't »unt 

cither!)- Please not* that we cannot indicate whether your hint or tip 
will appear in a future issue it might, It might nat depends what 
The Tipster had for dinner when he conies to type up * 
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520ST-FM SUPER PACK 




T r * AHiii Sijp*r Pw/J cj ir^Ml far you yotr WBPt Id QCl aP to fl nyiPQ UWt 
Wrn it* bftti ffTlprfflinmont rcrftwar* The p*cn nrtJda* ■ sjq&i y m 
*lti ^Uh RAM. p twirnn "Mt cle*. dnw. orer fc*» <rt top pum and a 
,*inwi II ^:>." buy ita Super f»;ic ei SiHca SJ-qd. we will add dlkowt. ST 
Ifcmar *n |bi>i*- w fia»j. ftm CH Chanje Malum the- Doupon lor ohjiIi 




I Not IJDINO VAT 



1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 

ArfcMioJd II Imagine £19.35 

Beyond The Ice Palace Elite £-19.15 

RlsckUimp Firebird H19LH 

Buggy Boy Elite £19l95 

Clwpptr X Ua¥l«nr-Onic 

IkiFiWartlwl Bile E1i.ft5 

Marble Maefne-a* Electronic Arts 

QuadraJheri Logotron EI&.SS 

RlPiifftifn* Hewyori CODSullanis £19.*5 

Return To Gflrie»i» Firebird £19.1*5 

Roadwari Melbourne House £1B.4S 

Starquake Manrtftnn El 9. 95 

Teit Drive Electronic Arts £24.95 

Thnjsl . . . Firebird EMI 

Thundcrcal* Elite £19 95 

Wizlul Ocean Eig.95 

Khwi Melbourne House £19.% 

Zynapi . Hewson Consultants £19.94 

SPORTS SIMULATIONS 

Etfdtt Edwwdi &yp#f S*J Elite £19,95 

Second* Out Tyr*egoft £1fl.*S 

Summer Olympiad BB Tynesott £19 95 

PRODUCTIVITY SOFTWARE 

Organ! swf TflSflOj& Publishing £49,9$ 

Atari CK« Joyitlck Afar] Corp £4.99 

FREE ATARI BUNDLE VALUE; £454 97 



SM124 mono monitor: £490 SE With SC1224 colour monitor: 



£698 



VAT 



1040ST-FM PROFESSIONAL PACK 



HOW WITH TV MODULATOR 

For the MrlOua home user end 1he small businnu. we arm 
glnasfld 10 announce a new package based uruund Cha 

leuosr-FM The *04o^i-f-m has 1 Mbyte fiam and a 

1Mbyte builE-in di&fc drive: In addition, Ihe 1O40ST-FM 
nw tomea wilh a TV niodulelar built-in (The prnvinusly 
jrn-ub* ?04TJ5T-p- was deslgrted 1cw use with a moniicw- 
f and did not corn* with a mcxlulnror | This nvridii'nlr.r 
Haw* In* 1CH05T-F ru be plugged directly inln any 

domestic Tv wrt_ muj come? complete wflh a lead to 

S'.jw fOu da so The now Pralaeiinnal Pnek 1 rmrr 
S*c* include* tt>f> new 1 MGST-FM with rrtodutalur plus 
Tour high Quality aottwRrn- pachaoes- including a BP*oad- 
"iwi ■JuTuba'H, wurd processor and programming lang- 
uage Thig ProTeM-iOnal Pack iOPLwuro will enable you to 
ot: nlrnigh.1 ri^n 1o buiinesa with your new computer In 
Udihnn to rhi* gothMare l*ortn £3M.&4), 't yOu buy lh* 
Praresaicinal Pack Irorn Silica Shop, you will aifiO receive 
*W Silica ST Startpr Kil (wortb Dfflf £200 Free Ol 
Chflr&e Rrlurn the coupon tnr hirthnr informal ion. 





*fNCl.UDINfji VAT 



WUh SM124 mono monitor: £598 



•fKY 



With SCI 224 colour monitor: £798 £ 



ATARI 104O3T-FM Computer? £4» » 

VIP PROFESSIO M A L [S^eadsheel) £1 

MICROSOFT WRITE [W&fd P«K*»or) £14^.96 
SUPERB ASE PERSONAL pawg £S5 
fMSIC DISK A MANUAL jLaftgua^e i £24.9S 

NORMAL HRP: £084.12 

LESS DISCOUNT £385 62 

PROFESSIONAL PACK PRICE: £499 00 



2Mb & 4Mb MEGA ST 



Tw MEGA ST compLlnrs are stylad ns ax lightw»qht keyboard w1h a separ^le CPU. 
COnneciH by a toiled IHephcnE- slyla cabki Them am two wtrcinn;; at th« Mi-iiA $T. 
pup «ntn 2PAytes Of RAM and llu omw wilh 4MlbylBi Each wsion has. ■ 1Mbyte 
dofibte s49d disk drw* tKJlU-m to Ihfl CPU unll. The MEGA STi do rtOL turrw wilh 
nrtdbtatar ouilt-«i and muM m«wifitor» he UB4d W4h a monitor. With every MEGA ST 
nurctoKd, we will Odd Iho Prafesicinnl Hnok' snltwarn |W!>dh £354 HM ria'.nn*c 

p4ui the 5"l- 
iu ST fttiraw Kfl 



2Mb MEGA ST 



(worth ovnr L2D0;. 

Rclurn 1he ceiajgn 
Pff iTidher ee»*. 



IMC. 



+ mono monilor = £99fl 
^-colatif monitor - tl 19S 



4Mb MEGA ST 

£1199 

+ maffio mDnilDr , = £l29o 
* QOiOM r mon Itor tuyfl 




DTP Pa ge Stream £149 



+ VAT 
=£171.35 



PtHion FViOHMng ;DTp| n one ?i itv hul«i growing ipplcahoru hv [mtuos j 
tijeciinr* Wn ppt ^asna Id Mmou-rci ■ poaeriul low d« poct.boft try itvn AlutI FIT < 
cacHH PigpSnnufn. PseeStniam miti mty £143 4+VATxE1T1.3S| muJ. buvM H 
■tfH w*r- 4n Alan lMCfiY and n Sehctfu SP-iaOAl pnYiler yev can fat up ami 
njrrtiig Tutfli ■ romotrtn xyitsni iq* km thin E1OD0 5orw ol TtM Iui.itm >nl 
hiflCSl'Wn org ijjnd Id ttw ngh: 1 you ar<uo Laa- runner ^li>n*Jir.ri^ ix 1 i r m 
pKOf^it.. -ifn^t^x to nKum Ire -ojoot btkim lirkng rha 'DTP h*x in rh» lijttw 



TESCT-FLDW AROLrh TJ f.RAPHICB 
nOTATIQH OF TEXT A 0AAJPHIC3 
R-I.ANT Oft TWIST ANY OftJFCT 
POSTSCH^P-T OOUPATlPlL F 
TAC, FIJHCTIOM 

ANTO-MAtaJAI KFRNIHC t HVPHF HATnON 
aHOUMHQ OF OflJECTV 



The range of Atari ST eompurera off era something iof everyone, i-rorn the games enthusiasl 
wtx.] wan1$ 1he challeno^e of Ihn vary bvr\ in anr-*dft aclwpn. t<? Ihe bmina$.vnnn whu wanls lu 
nahe 1 nanciai t-orec^s1s or teuitless presenlationa The ST Dtfers h^jh openly gfaphics. 
auuf;d and apKed 'ur lhe yan*i. whiiM pruyKiing a Piii usei rnendly and arrordable solution 
to bu^ineu The ST is now Firmly established n I1>e homo r-r!i"ironmen1 and 2?on.sLs ;i *unlth 
of users mi education, local government, television, and a variety ol different businesses 
S'^IIWMr^ fyr IImj- range slre1c:hP!K t!"i i:o^er ;io;>lir:;i1ionf ai diverse a» ENTERTAINMENT, 
ACCOUNTS, ART. CQMMUNl CATIONS., COMPUTER AIDED DESIGN, DATABASES. 
DESKTOP PUBLISHING. EDUCATION. MUSIC. PROGRAMMING. SPREADSHEETS. WORD 
PROCESSING and mora. For a lull Irst at the software available, as *ali as details of the ST 
rjinge complete and return the coupon below. jufncwwnd ttttmmtmm i*f* 



520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 






J 



The value for money offered by Ihe Alan ST range \s. reflected in the Explorer Pacft 
leaturln^ ihe 520ST-FM computer- wdn 512k: Ram The 520ST-hM computer now 
comes with -a built-in 1 Mb double sided disk drive as we I as a free mouse control ler 
anrfj a built-in TV modulelor. The rew 5£0ST-Frvt Explorer Peck includes Ihe S20ST- 
FM compiler, Ihe arcade ^ame Rarurama. a tLitonnl program arid acme uselul 
desmop accessories. \n addition, if you buy the Explorer Pack from Srisca, *» win 
give you Ih* Silica ST Starter Krt worth Ovftr £200, FREE OF CHARGE. Return ll» 
coupon for details o1 our Starler Kit and ol the lull ST range 




+VAT= 



+ SM124 inono monitor: £3Se^ T 



+ SC1224 coloyr momror- £5^ Z 



WHY SILICA SHOP? 



Belo*B sKhj deow wfiep » buy your new awi St 
KMjipAer, wesosflwl yo-j KMi&der <wt cjar-piuiiy WHERE 
put t>gy ft Tharr at* MANY rryrcumwn ahg rjr ■ 
yog a nomnnlw. i in*- [Mnpneratx ind tha tigp Ian sftlir^ 
lilies TherE are FEWER ccmpantei. wha enr uhc a 
ranyi; -jI pi^duct? 'jr vji' ciyriMuto«' and BKperl i&ttcv 
and help when yixi need 4. Then a ONLY ONE 
com pari m,f-.i cin provicte Ihe Qfty rjrga 5 1 Aue 5T 
minted prndnrrx ki 1rw UK.. ■ lull 1imn Alan SI nhs." 
iDchncal nelplina and n-deplh artier sales support, mc- 
krilirfl nTH fiftwl W l W and h-DCtKrei cellared W yOur 
for m long « yn^ rwnjire aflar yon pufChus* r ojr 
OGmpular That one CDnpany 11 "3 ilea Shop Wc haw 
tMen rtiaUiihed in The home tatrpuhit fMd kut Hen yeart 
Mth an nnnMtl lumeHtr in #ar.et5. nt CR rnihon anrl rjr 
eew claim to meal eur cuslce-ers nquinerTienls wV' ar 
aCftfflCy ana ^{WfK*^ins which * » nort* 

f3.il der'l tafcH rxjr wprrj ftx <t -CgilbjIbIb and 'nli.rr 
Ihu i jupon btikm foi uur Uforil lne>aUj<E> and bflflin lu- 
ftiperiencettwi &iKifl Shop if»OBiist Ai»n teriitB 



WC^ SMARTER if IT: FHFF 
will- i^iy AP^i ST Clkii^- tony*! Ii:.iim h 

PNDFFSStGNAL Frw bu^nni ^onware 

wilh XWST-FM and ftaEG* ST a touflM Irwn £.lica 

DEDICATED S£BYtCffrG: 7 hJHima Alan lr*ned 
ilari ailh yam ol BKperiincx- oe Alan servicing. 

THC FULL STOCK RAMSt. All rrf your Alar, 
f M)L>#Am«nts> tfotn or* placa 
AFTITff S*LfS 5LWWT? t i-h ? i H n1 ai &i.c* anr 
ovdK^nwl 'o »>fliu v'^j i&r\ 1^* to4l from you' ST 
ffl£rT M. S iimj jiitki ig-your home 

3fl BOO" BV *e prn| Ihijm. VtlunnJ 4n%r| #? wf I 

Haf #1 rhe 1 1 Li m i ijk^irtul 

FBfr: OMFflWCHT iJft/rTfl^ On an ninj«Bn- 
(■ijafii *h^ni+«i wiinm an* UK rnanitard 

PWCT MinCW nOMH W* will mtieh ur*t> 

Hi *:ni to a Wr>w ;ii:k!i>:" ihii'h | •■ii':* Raatf 

FH5F TECMWCAt HELPLINE. Full I'm* Ifcsrr yl 

Arto nwton* *>pto« 4h*iyi ar yijur t»r\<t 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 



DO YOU OWN AN ATARI ST? 



If you **twi?|| own qri Alflri ST CumpuB*r and would hka to be regis:nr«1 ::n eur mailing hut na an 
5T uter, lei us know Wn will eletted 10 lend yOu COpie* 0< 0u> p"Lt; ai d newstetlora 
FREE C*" CHARGE « Ihav became BMailzfte l>^mnlfllfl ihn rni.jp?n pnd return It to our Sidcup 
branch tni twgir, etpenetomQ a apeciaiiat S T aervico tlral » leennd 1n ncne 





SILICA SHOP: 



SJDCTTF CrSt M^-il Order) 01-309 lill 

t 4 The Mews, Hetheri&y Road, Sttfcop Kent 4DX 
OFSN: MONSAT 93m - S JOp/rr *LA T£ rVf flH T: FRiQA r frim - ?pm 

LONDON 01-5S0 4000 

5^ Tottenham Court Road, London, W1P OBA 

LONDON D1-S29 1334 ejet 3914 

Ssifndges * fst ttoor}, Ox/swtf $tr+&t LOrttft?fi H WiA TAB 
uOPEhtMOy-SA T 9&m - 6 OOpm LATE NtGHT: THURSDA Y 3mm Apm j 



I 



I 
I 



To: Sirica Shon L 1d t>ept PS IX 0390, 1 -4 The Mgavs, Hatherl«y R&ad, S»4Cup, Kent OAl-fl 4DX 

PLEASE SEND FREE LITERATURE OH THE 

Mr/Mrs/Ms. Initials: Surname 




Address 



1 
1 
1 



Postcode 



you al ready own a computer 
i' so, wtiich on* do you own? 



DTP □ 



XL/XE PROGRAMMING 




Multi-Mouse 

Routines for Mouse, Trackball, Joystick and Touch 
Tablet that you can use with your own programs 



Have you ever looked back at one 
of your programs and tried to 
change It from joystick-operated 
to use your brand new mouse? Or have 
you ever felt it was too tedious program- 
ming for a Trakball and put it off hoping 
to change it later? Or did you never realise 
you might want your new SoopaArt prog- 
ram to work with anything but a 
keyboard? If so, count yourself in with me. 
With Multi -Mouse, however, I hope to 
have quashed the majority of problems 
you con (jet with these devices 

FOUR CONTROLLERS 

There are four separate device drivers. 
Each progrum sets up a device called M: 
(M for Mouse) which is called using the 
standard CIO procedures, i.e. OPEN r 
CLOSE etc. Each program is for a different 
input device but they all return the same 
values using the same instructions, there- 
fore they are interchangeable every time 
you boot the computer. Not only that, but 
they all use only 2K of memory (and only 
a third of that is program - the rest is 
player/missile data used to create the 
pointer on screen). 

When you first boot up your computer, 
you load in the relevant device handler 
and can then use the following commands 
(I will assume you are using channel 1 for 
the M: device): 

OPEW#l s X t X, "M: " 

where X is any number or variable - it 
doesn't make any difference. A pointer will 
appear on the screen in black with a white 
edging. This means it is always visible 

NOTE #1 h X n Y 

which will enable the user to move the 
pointer around the main screen area. 
When the user presses the trigger button 
on the device they are using, the X and Y 
variables are Loaded with Ihe co-ordinates 
across and down of where the user left the 
pointer. These co-ordinates will be equiva^ 



lent to the nearest plottable point in the 
current screen mode. For example, in 
Graphics 7, X will be in the range 0 .. 159 
and Y will be in the range 0 95. The text 
window is not taken into account in split- 
screen modes, because you can still plot 
and DRAWTO points under the text 
window. 

POINT #1 P X,Y 

which will move the pointer to the co- 
ordinates given by X and Y, again depen- 
dant on the current screen mode. 

CLOSE #1 

will make the pointer disappear. 

Note the following: 

a) The input device should be in port 2. 
This enables hardened gamers to keep 
their joystick in port 1„ 

b) Pressing Break has no effect until a 
trigger button is pressed. 

c) The M; driver works in any graphics 
mode. In GTIA graphics mode 10, 
however, the arrow cursor is not visible 
over the standard background, this is 
probably something to do with the 
background and arrow both being the 
colour of PEEK(704), but It's still rather 
weird that it doesn't affect any other 
colour. 

d) Changing graphics modes is likely to 
produce a load of flashing gunk where 
the pointer should be. Don't worry, just 
close the device and re-open it 

e) You cannot GET, PUT, PRINT, INPUT, or 
STATUS from the device. You will get 
an ERROR 146 (Function not imply 
mented). 

Article and 
routines 
by Simon Trew 



COMPATIBILITY 

At present these devices are available 

MOUSE.COM ST Mouse driver 
TRAKBALL.COM Trakball driver 
TABLET.COM ALari Touch Tablet driver 
fOVSTICK.COM Standard Joystick driver 

All devices are 100% compatible with 
each other. They work with all Basic prog- 
rams that have enough memory. They 
also work with the Assembler cartridge 
and any other language providing the 
code does not start below address S280O or 
relocate at MEMLO (such as a Basic prog- 
ram). It will not work with Turbo Basic 
which uses this area of memory. For this 
reason I plan a relocatable version for the 
future. Assembler users con, of course, 
change the load address for compatibility 
with Turbo Basic. 

TYPING IT IN 

This is the part of any article that most 
people give up on, so I have tried to make 
it as painless as possible, 
[f you haven't got on Assembler, you will 
huve to type in the BASIC DATA state- 
ments or buy an Assembler. The first is 
cheaper, but the second is easier and you 
will be supporting your local Atari dealer. 
Not convinced? Oh well, here goes: 

USING BASIC 

Type in the BASIC program CORE. B AS 
and SAVE it. Note the REMs pointing to 
bytes you may alter if you wish. You may 
leave out all REMs Lf you wish. Run it and 
you will have created a file called 
COHLOBJ, which is the file common to all 
devices and contains the data for setting 
up the player- missiles, M: driver and so 
on. 

Now type in any of the subsidiary driver 
programs you fancy. The fOVSTICK.BAS 
one is the shortest at 78 bytes. After saving 
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« i REti rrn i nn i n 1 1 n urn i t m i m t ni t n«m »mmmwai«i 

HC i REM It MULTI-HOUSE tt 

5u 3 REM 8 by SiHon Trew It 

4 rem n Listing i « 

G ft£H « CORE* OBJ MAKER tt 

6 REM tt — — — It 

7 REM tt HEM ATARI USER February 78 8 



LIP 
5H 
LT 



cz s rem r i ntinTti i T ii m ii t i in nil rut l i tf Hi i rumm r ii nim m 

HO 9 REM 

JR ISA QPeh iti, e, e x "fe;COft£*GftJ kl 

MY 118 RES TO-RE lOXM HEXS (32> , AS (29 

EK 1ZB RE AD HE X 5 

Lft 138 FOR N=l TO LENCHEK$3~1 STEP 1 

HT 148 A£=HEHS ttl j 

AM 150 IF A $ - M M K* 1 THEK CLOSE 8JL ! END 

CR **# PUT »ip IA*CCAf|-7«CAS>»«»a-4W*tl6 + 

CASCCAS CZ1]-7»CA$ C2 J > -'G» J -4«IJ 

ID 17A HEMT H 

MS «« GOTO 120 

KO Zee DATA FFFFeflZfllE226eA?28eD87i>4I86? 

TT Eifl DATA e3«SF6A?«a«SF5AOA12eA90eAOeO 

QY ZZe DATA ? 1 F E Cfl D 8 FB E b F 6 A 5 F 6 C 7 Z 6 D O E F A Z 

sc zz5 hem mm Mil* ir.«.n»ii -m ■ ■ 

TE 238 ft ATA B82B&628ABBBZB 2 0 A 9 3 E Sf> 2 F 8 Z 

B* 235 REM «^)LTH I ■ I I II I 1EHM 

ZT 246 DATA ft) B3ftI>iDDBft9ee8DCM2AMFBDCi 

NH 258 DATA B Z A ?B 1 B PS FBZBDfrfftZCfl 8 4 8 7 B 

ZD 255 REM ■jM J 1* i .ft »1 J J.I'M J .« « 

QH 268 VATA 7S7C767B9C6C6^B«e&BB4BAB7e8S 

MU 265 REM ■ AM !fc 1 if- »1 J J.l'il 4n7f llM HMWi 

KM 278 DATA B482B484A2S2 110?09e&Efl3»B8a5 

MJ 275 REM MP^iP!CT JHEW|if QHjf H JTB 

SP 288 DATA A 2 3 B4 C 7 5 2 BE B0898B2A2CF8E ID Z 2 

UT 285 REM MW^^HSHSX]^B 

UK 2 98 DATA BE88P88gqiDBfeBC8ZBBee5ftBZ84C 

JD Z75 REM I^M I I U II I ■ I I U I I M 

OR 368 DATA 8E2BCBDF 9B62A8BECC 1C22F82EAE 

CK 318 DATA 1E229B4 BaBBBA78B?D8B24?D882 5 

RA 315 BEM E 

^ 




LE 328 



PB 
UU 
MP 
Z8 
MO 

fi 

MM 

ZA 
RK 
GB 
PP 
MS 
HL 
EY 
HA 
FU 
MR 
OZ 
HO 
N & 



A I 

OJ 
JH 

TJ 

yfl 

5M 
AT 
Id 

KJ 

UH 
MH 

5U 
IJ 
IK 



35B 
IBB 
378 
IBB 

4 88 
410 
42B 
430 
448 
45* 
4bfl 
465 
478 
4HU 

5BB 
565 
518 
811 
538 
& 3 5 
548 
558 
353 
568 
57ft 
575 
5S8 
596 
686 
618 
6 28 
638 
648 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
l> A T A 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
DATA 
DATA 
REM I 
DATA 
DATA 
"DATA 
REM I 
DATA 
DATA 
REM 
DATA 
DATA 
HEM | 
DATA 
DATA 
DATA 
REM 
REM 



E0C8C88ED6r4A26B6Saa8ClE2ZBD 
4A28*?6824BD5828??BBZ5CaEBEB 
8E D8 E E66 A 58 C 8 DD 62 8 A 56 D BDD128 
4CD2Ze28FFFFA9CFB58CA«685eD 
A 2 B B BD 1 A 8 3 F BB 6 E B E B EB 4EDC2BA9 
4D9DlA83A9669DlB83A9219DiCe3 
AD E BB ZC92BBB8 AA 9 2 B 9 D E B 6 2 A 98 8 
8DE78266172121212C212C212C21 
2r214C17Z168BA4D268i28&6AAAB 
815BA9BBBD B8D86D8 JLD8 A8B1BB AB 
5268BD42A3C926F827C925DBF24C 
BF2I028 3B?82Bt8iaeB8eeBlBlBl 
6Z8Z6B8B6383648782B28I,BJ18BBB 
BB88838468866A4B261FZ268AAAD 
1D2jE3B^976B5F5A557C9B6DB11A9 



8B86FS69B69D4DBIA5F59D4CB34C 
>F21A9B8rD4D83A457B93E21C966 
FB8B4&F53SE9814C8E21 A5F57D4C 
B3AD1E22E9 2 8B5F5A4S7B94E21C9 



BBF8eB46F53BE9B14CAB21A^F5 9D 
4E63A861&6A557C76BD8125E4D83 
7E4CB3BD4CB31B693BBD1D224CEB 



21AB693E21C96BF8891E4CB336E9 
B14CDB21BD4C83186438BD1D22A4 



30 kuf tt 



57B9#E21C9B0f 009 IE If & J3SF98 1 
4Crb2±BD4Eail&6?2flB5F5 8A48AE 

JLD2Z2866 28A4F52B7FZB6BAAA8B1 
6B8BBOE7BZEB8 2 BB 2B EBB2E182CZ 
ZBXM 



+ + t t 



BRiUlF 


Of MEMLOt 


f t t 




Inc 


H5!HSIH^ 






? nor 


V 





r y f i 




e? 1 f * 



i 



REM 
REM 



ALL VALUES ARE IN HEK * 





listing 1 - CORE. B AS The program to create the basic driver for ail devices 







and running this, you will have a file 
LaHed {in this instance) lOYSTICK.OB^ Go 
to DOS and copy the CORE.OBI file to 
I0YST1CK.COM, then append IOYSTICK- 
0B| to the [OYSTICK.COM file If you are 
in any doubt us to how to do this, consult 
the DOS book fn SpartaDOS, the fonnat 
would be: 

COPY CORLOBf IOY5TICK.COM 
COPY [OYSTKXOBJ JOYSTICK, COM/A 

[n DOS 2.5 choose option C and type the 
filenames 

C0RE.OB1, JOYSTICK.COM 

then choose C again and type 

]OYST1CK.OB[, [0YST1CK.COM/ A 

Now the file JOYSTlCK.COM tun be 
lauded from the DOS 2.5 Menu option L or 
renamed AUTQRURSYS, DOS 2.5 users 
should note that a MEM.SAV utility needs 
to be loaded (such as the RAMD1SK} as the 
driver uses the area of memory overwritten 
by DUP.SYS. In SpartaDOS, you just need 
to type IOYSTICK or place it in a .BAT file 
(or rename it to AUTORUN.SY5). 



USING AN ASSEMBLER 

If you have an Assemble^ you have two 
options: 

a) If you don't intend changing the prog- 
ram much, type in the CO RE. ASM 
program and .save it. AvSsemhle it to a 
disk file called CORE. OB |. You may 
then type in the subsidiary driver files, 
for example [OYSTtCK.ASM, and 
assemble to a disk File culled JOYSTICK- 
.OBJ. You are now ready to combine 
these files in the same way u.s for Bask: 
programmers. 

b) If you intend changing the program a 
lot, then the addresses are likely to 
change and you can't really assemble 
the programs in two separate bits. Type 
in the CORE ASM file as before and 
save It. Then continue typing in the 
relevant driver, for example [OYSTtCK- 
.ASM, but omit the equates lines in this 
file as 5tated r or you will get error mes- 
sages with duplicate identifiers, in other 
words declaring things twice. You may 
now save this file as [OY5TECK.ASM 
and assemble it straight to a disk file 



called [OYSTtCK.COM. The time saved in 
not having to copy you will lose in slower 
assembly, unless you are really brainy and 
have a MAC/65, in which case you will 
lose the time changing the equals signs to 
EQU and * to ORG and so on. It's just a 
matter of preference 

RjyhL, now you should have a set of 1 or 
more drivers which you can use in your 
programs. If you've come this far then 
congratulations! You've typed more for 
this utility than I have! 

EXAMPLE PROGRAM 

Here is a quickie program which druws 
lines to any point on the screen you 'click' 
at. 

10 GRAPHICS 7 

£0 COLOR 1 

30 0PBN#1,4 P 0 P ,, M: M 

40 WOTE #l T X T y 
60 PLOT X,Y 
60 NOTE #l t X n Y 
70 DRAWTO X h Y 
80 GOTO 60 

continued overleaf 
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1100 CP* inn 


= SJ.6F 






11?* CftdCTL 


= irtiR 






1180 TEMPI 


= *FS 


■ 

p 


Unusc-d P* Rytr 


11*8 POS* 


= ***** 






1244 Mil 








1210 Pi" I'll l' 


Z C2E0 


I 


p]aH#P falor 


133* PCOL1 


- iici 


) 


POOi «t*r» 


ifj* PMfS T ORE - fl*BB 


} 


ProsrdP* ft*rt 


114B CBMOOt 


77 *8 7 






138* P05INI 


B *C 






L2ES MAlfci* 


= t3in 






1.270 1DCB 


= $34* 






120* ZCAH7 


= S3 It 


; 


MOTE and POINT 


IT** ICAK4 


- *J4b 


J 


oari **•!*■ 


U f 4 I CA N B 


Z S34E 






1310 HCNLS 


= tie? 






131* DUptbB 


- S3E* 






1311 BQFP 


= (00 


■i 


Of fS*t* la taH 


±34* VpFT 


- $40 


i 


N a-n d V f P ah ■ 


1180 J 








1164 3 l*W 








13?* : 








lit* ».±pMSTPPE 




: irser-M« 2 b 


l3*Ji H E M_ □ - 


**S800 




j: first! 


1444 RTS 






■ Hard Off th# 


141* 1 






Spar f aPOS 


1420 






call to th( 


143* p 






met ad#r a 



1440 SETUP 

1488 LPA uprlS- T / '■■ :■■ h 

14EB PHB&8E 

14 74 CLG 

140* AbC It J 

14?* STA TEMPt+1 

IS00 L*A $tPM5T0Rtft?88 

L&1B IT* ! F MP 1 

l*7a LP* pmroHEl + l 

1538 LOOPl 

|54fl 1_BA $*■ 

tssa Loy aa 

138* LOOPl 

15.7* ST A tTEHPaJV* 

IBflfl IMY 

1B7P 8HE L OOP I 

180O IM^ TEHP1*1 

1810 LH tempI-H 

|E2B C MP UFMSTORt^?S8*B 

IE IB BBE LDDPa 

f.840 LPH BfiflO 

1880 JSP KCHAMtiE 

10 *0 LBV S*BB 

10 70 JS« YCHAliCE 

18** it>A n*JE 

ItS* 8TA SPHCTL 

17BB LDA n-.- ' 

i7l4 ETA BBfltTL 

173* 1*A RSQ 

1710 iT* POOL O 

I f A 4 L DA Hi P- 

17^4 STA PCOL I 

1788 IDA HI 

1770 BRA CPRlOP 

17BB 4TA LPWHifi 

17*B 4T* 



Tr II Pntit 
Hhara PMfl*J AP* 
0OH 1 T C I PT 

: firi* *nr0# 

; pagt-s lour 

j, pp-ft Iran) wNrri 

3 StOP ins th* 

; at*r* to cl#ar 



j cie*p pas* 



j inc pas* count 
i until don* 



; Fin4ii5** setups 
' at PMt PalueS 

; H14IK arrow 
; Hhil« siinrnund 



I B BO OitfiftH 



IB 10 


e 4 v t e 




1BZ0 


■ BYTE 


t40 


IB 34 


, BYTE 


6oe 


1 Hi+1 


>B*TE 




1688 


j B¥ TE 


¥74 


1480 


.*VTE 


*7E 


10 70 


-*VTF 


t7B 


1B«B 


, BYTE 


^ / ft 


l*t> * 


. BYTE 




1SO0 


rBVTE 


5BC 


1*10 


* BYTE 


iOE 


ir/h 


.BtTE 




isi* 


t *1fTE 




1*4* 


hBVTE 




i«i 


FHBARR 




IS80 


0ACKC 




1S70 


.BYTE 


«4B 


1344 


.BVTE 


*A* 


11 ¥4 


.BtTE 


S** 


?0OO 


■ BYTE 


taa 


2010 


, BYTE 


404 


2*20 


.BYTE 


S01 


2B30 


r * V T E 


tB4 


3*4* 


.BYTE 


8*4 



i-JJJiJil , 
. -1 II - ■ ■ 



..... 



: -B ■ - - 



■ . . . . 



I r rU L p u ll 



I 
t 

: td- 1 ■ ■ - 

j a o- 



2O00 
207O 
Z B B-B 
Z0 70 
31tt 
2114 
2120 
2110 



j BY V E SA? 
rBYTE *EZ 
rBYTE III 
. * V T E t B * 
. 1VTF SB1 
.BYTE S*6 



D.H.. , .yg. 
. H . □ . . Q ■ 

. . .s, . -□ 

. , . rig. ,□ 
.□ 



214* BC 
3 180 CPK BS3B-W0PP 
Zlfil BE8 OKLEPt 
217B LBH *S3 0-KOrr 
Z1B* -IMP COBtlt&l 
21** OKLEFT 

3:3:00 CPH »*fr*-Korr 

T3J0 BCD CDAHEP1 

222B LPK BtCF-KOrP 

ZZ3B 80AHE41 
224* STK KCDBHB 

22S* STK P01* 
ZZBfl TlTH P081 

2Z7* HT5 

Z2BB ; 
2Z** 

73 00 3 

2 I1B YCHflUCE 
t»* CPV 
233f BE 8 OKUP 
2344 i4Y a*3:ft-YOFF 
215* IMP EOflMtDf 
23b* OKUP 

2 37* CPt H34E-YOFF 
23B0 *CC COAWEPZ 
Z3** LbY H4BE-V0FF 
2 40B COAHEP3 
24LO VCDQBD 
343* BEO OOPJC 
^43B LBH YiOOPb 
2444 TV A 
34 80 PHA 
34 8B 1PY no 
2470 1_*A »B 



tmur# Tti#t th« 
nvw i-fMi J is 
within 1h* Hill 
icrttn irri 



!, rn.ii- f in K LU Q P- *t 
4lld both AKTTC 

nsiMerf coil? 



LUURD 1 m VAj UE 



p onsur* th*i tt** 

f PlfrW if-CDOPd ts 

I within iht ha in 

3 8CP0*n irpj 



j Any WO^tiwnt' 

3 HOj liniift*^ 

r flFHDvr (lid arroy 

j usini b *a indK 

; PUfh n*H 

; 8D hfl> C*B Ufl* Y 

i as a but* count . 



3440 lOOPS 

24?B STft PM8TORt*S4** r K 

Z5-BB ^ T fl PH^TORE+4800,31 

2*1* tBK 

35 2 0 I MY 

2830 CPV ttFHDAHH-frPPOH j: rtdStd all? 

394* BME LU0P5 

2SEB L frtt U0 

2^) Pk-A I sel **««• 

Z57* TAY ; and Et*i**P 

2800 STY YCOOftO 

. ' ' I I I • I I ■ ' ! 

3800 IDA ft* RO H P M 

26IB 8TA PMSTORE+S 4BB. V | put. in H0W 



28 ZB kbA BACKER 

26J* ^TA PHST0HE**ti4*. t 

BM4J IMY 

3*80 IB* 

2 00O CPR WEMPAtt* ~ AH RON 
207B BME LOHPfi 
2*44 POME 
26*0 PT4 
2 3*4 j 

7710 ; BBBM44>JW: 

2720 ; 

2734 CIOHHD 

Z7 44 : 

2730 I.DA OI35IHI ■! 
2 7b* ST A HrtfiM8T+l 3 
Z/74 L PA frOSIHIH J 
274* St* MAPHfST*! I 
IT-SB JHP HAHMZ i 
IBB* H4PHST 
Z414 J^B 5FFFF 
20ZO *ta*MZ 

ZBJP IbA OMAHMSTA2SS I 
2 44* STA POSIHI I 
7B5B LBfl UNARMS 1^256 
2BEB *rA POMHI^k 
20 7* LBB S4* 
£**« LOOP 

2**0 L PA HATflBS , M 
2**t BEO IH^EBT 
IS 10 IBM 
232* IBM 
3*1* TMM 
2S4B JHP LOOP 
23B0 IB4EBT 
2*44 LBft S'MJ 
2170 Sta MAT AO'S ■ * 
2100 IbA BPCHT A B &2 *5 
2SS* StA H-AT ABS**t 
30O0 LE> a aMEHfAB^2S0 

3B10 STA MAT ft4^*2 r W 
3B2* LPA HtMX4*l 
3*3* BMP flBfWi_0^2S6 
3*40 BCS MEMOK 

LBA BMEHL4^256 
STA HEMi.0^1 
3*7* L B A W* 
n 1000 11 A ME ML O 
IB IB HE MOB 
3 l £ H B T > 
311B #FMTAB 
313* -HCJBP OPEM " 1 
313B .MOP* i-.lU'.P 1 
314B ,HPP0 6E!T0¥TE-i 
3 180 .HQRB POTBVTE-1 
3L0O -MOBD 8ETSTAT 1 
3170 UORP SPECIAL "I 



He fir^t h*vo 
to trap BrS#t 
afuji reroute 
through OOP 
routine to 

I put tht Mi 

handlar in th* 
TAbtO tiPBI 



31BB 


JHP 1PJIT 


lis* 


1 


3 7O0 


XMIT 


IZ1S 


RT8 


!?2B 


□ P t B 


3210 


TtfA 


374* 


PMA 


3ZSO 


JSR SETUP 


3ifrA 


PL A 


33 7B 


TAX 


328B 


LBV Bl 


I 2 BO 


H f 3 


3 3O0 


CLOSE 


3 3 1 B 


LBA MO 


3 3 2 0 


STA POS0 


333* 


*9 TA FOll 


314* 


LBY HI 


3 3EB 


Rf S 


Jlbi 


tETBYTt 


3I7B 


PUTDVIF 


3 3 0O 


tit T STA T 


3 31* 


L. If- V HI 48 


34BB 


BTS 


S410 


SPECIAL 



i insert now 

hind I tr M 
3 at ond 9* th* 
3 douir* tital* 



M: PRIUL? 



if HE ml a ha* 
chansjod to 
l«#* than *nd 
of ph iroa 
then chin 9 # it 



; bach to tnO 5* 
; PM an*, 



tablt 

j SPECIAL dOP¥ 
■ mil thin**H 



; sat up aprow 



; M*hP arrow 



i COMMand not 
; i hp 1 0HJM t od 

continued 

— . r - 



listing 2 - The basic driver in Assem 



24 Imu* 42 - New Atari User 



14ZB 


IDA 






j- i** x to wild ri*j 


14 31 


| K4> 






1 Ffll L T 


I 4 4 fl 


B E fl 


n n ¥ r 




i no ■ 


4450 


CHIP 


HI? 




■ t# porw-r 


X4hU 


BHC 


EC ISI*T 




; then not valid! 


3 4 76 




pnTHT 
r U EH 1 






34BB 






i 

j * j- 


» 4 I BI Bi 


■ 4 •>! 




ftVTK 11 I 


i 


1 -] 1 BB BB 


3<iiH 


■ 








3311 


VT Afi 


. E1V 11 j , J 






J52* 




■VIE ■ ■ 


F • J 




3534 


P 








as 44 


' HI 






II ■■— 1 II ■■ 


3 5SB 










3 5*# 


MOTE. 








nn 


MO 




















i . (. 


i r v i i r 






3&t t 


e ■ | n 








It IO 


r ait 

E LI PI 










L ft a 

l_ LP U 


vi i '■ i "■ u- r. 




; ra>nu-*r-T The iprl 


1*3* 


*L4" 






■ n'nnj-^.nitir ■+ ji 

■ t, tp sr □ i n a t. m s ^ p 


3B40 




D5JO KorF 






3ft5fl 


■i i n 






^ «■ 1571 


iMtj 


LOA 


4iHH0B-E 






JE?fl 




n-J u 




■ Hi i a J| , if >■ n a r 


n frfl e 

- 


BME 


■in i ■ 




j 101 tno LaREl 




L BA 










1 1 i 








X7IA 

* f ACT 


ft fti' 








1720 


■V f ft 








S f J HI 


LBA 


TH1F4 






37 40 


IT* 


£CAK1 , K 




1 If V PL Ef jp 1. F 


( ■"-(■ 


t Mr 1 








37*.* 


WO T 1 






- 


57 7 ■ 


■ bp 


*•* 






17** 


5TA 








«H 










3BGB 


LtA 


K T AB- . V 




r A NOW hGllEE 


3410 


LOOP* 






3020 


cup 






■ tlP**i WE" HU^t 


3010 




I K 1 1 






3440 


i 


lEWl 






SBB0 


Sf C 








Jflftfl 


SBC 


■Tl 







.1 ff ^ H 


.m^ i ri 1 1 1- 1 y 








T A A i*l 

A □ n H 


A U A -K 

1 1 K T Tl 








-r 4 bSj 

.1 H f IP 


LfrA Tf.HPl 


















J010 


VbHIS 








TltO 


L bft VCDQI1B 








3*2 0 


»BC ttS 2 • - f D F F 








■3- J40 


i. p n. ■ m. !_■ ri ■ 

"plfl 1 trtPl 








J TAD 


■ p. u a - naaWlh C 

i. tr t bifnuD t 








r "i di. 
70TJ 


■ n A VIA! W 






a now holds 


■# 7 rw 


i i:i >.i i « 








Mill] 


pun Hfl 

trw" nip 






ti"*5 p*I^ T 


4 H B 9 


Bt a V UHI 

■ i r. ~r bt j 




E 


1 -t El »La V B.WI A 


4010 


ICC 








4BZB 


-J.BC fll 








40 JO 


JMP LDOP1B 








404* 


l>n«tz 








405> 


LDA TCHPl 








40OO 










4 10 70 


LP¥ It* 1 










m j 










1 








J 1 Bit 


btbtJ m E l. 1 bTbtbIU XI 








HID 


r 










PATHT 

rwj. H I 








j h r a 

413B 


L B A ERHOBE 








414B 


CVW HfB 








415EP 


BHE HOHOB-A 








4 IBB 


_ _ _ __ _ _ _ _ . . . 

LSR 3CdK4j.ll 




mi 




4170 


R □ H ICftHJ.H 


f 






41H 


LPfi 1 C AH 3 j K 








■4 1J0. 


CL1 








4 Z 9 9 


j, n, ,n u > -r a unrr 

ADC Df le-HDrF 


r 


Add an a*; n*r . 












■I- C £tf 


1 HP vaUY'V? 








4f30 


HDHQD9 








4Z40 


TAY 




J 


V hill 4 E GHWtfd* 


4ZiB 


LB-ft XTABi V 




! 


A hnLdc na. nf 


43 60 


L0DP11 








*■ -H 






p 


ttUti W* KWfit 


4ZBB 


BE Q YAKISZ 




P 


asl tho « co- 


4Z10 


A-hl IEAK3.H 

iEc 






ord i FE*t0n 


431* 


«e mi 









43ZO 




LDDPtl 


1 


now we jijii on 


4310 


YAW I 52 






4-140 


L&R 


ICnx.1, k 


F 


ai net * 5 s iry r 


43TIO 


CLC 








4 ■L.H 


GDC 


eS io Korr 




■ 


437B 


"VTA 








4-3BO 


LPr 


t.HH*ID» 








1 B A 


VTAB r t 


1 


jl b- a 1 Jr in A J-L J 

A hPpflF no. o t 


■4-400 


LOOP 1Z 






J J ■ Bh 

4 41 0 


etv 


tit* 


t 


1 - Hfl Bi L. H|B BBUJ C ¥ 

l I PPT a WT ■■■■ ai 




m 


DDH-E3 


p 


asl th* v-Axrs 


- - ■ ji 
-4 -4 J tf 


ASL 


I C AK j , M 


1 


r n np J ■ nA f *■ 

L U LI 1 U 3 El Bi L m. 


4440 


■itc 








44jB 


sac 








440O 




LDDP1? 






4 4/0 








44041 


L DA 

■ 


E CAM'S , K 


1 




449* 


DU 








4*500 


ADC 


H-tzo -tufr 






4-EL0 


a T A 


TEI071 






j | bbb mmu 

4&ZB 


TKA 




1 


J - ii e 1 1 ■ ■ it. BhriiBB 

i 1 l n a l l y inivt 


J BT BPBB 






- 

1 




4V4B 


LDK 




i 


to the mow 


4ftBO 


Jl* 


HCHAHGC 


1 


iUbl OUT l/l+T , 


4. r? ft U 


LDY 


TErfPl 






70 


JjB 


VCHANGC 






4 E fl B 


PL A 








4-eHB 


1 AK 








4BBO 


LftV 


BS ! 






40 IB 


■Yl 








4 61 • 


■I 








4 63 0 


; WW 








40 4 B 










41*30 


rtCddfl* ,bvtc • 








VCOORB eB*TE • 






4B70 








4+ St 

4B-1-0 


eHQI 


IB HE Hi. O 






47BB 








471* 


.Hfl**- CIOHHB 






4r-ZB 


«=DEVICE 














• 



Excitiny siuff, huh? Try changing the 
graphics mode in line 10, and it should 
still work Note that the pointer always 
appears in front of the graphics, except in 
Graphics modes 0 and 8 (and probubiy 
Antic mode i) where the pointer does not 
appear in front of the graphics or text but 
takes an the luminance of the text in the 
player's colour. Try it yourself if you don't 
understand that. You can normally get 
around any problems by using a large 
difference in luminance between fore- 
ground and background. You will get a 
sort of filter effect around the arrow whit h 
can actually be quite useful. 

HOW IT WORKS 

If you're one of those people who'd rather 
aat know, then skip this section, For the 
rest of us, I shall attempt to explain how [ 
did things and why, 

THE CORE* ASM PROGRAM: 

The first instruction in this code is a RTS, 
which might seem as if I r m going about 
things the wrong way, but as you may 
have guessed i use SpartaDOS and one of 
the things it does is jumps to the first byte 



of the code as well as jumping to the run 
address. So the R TS just avoids any nasties 
happening. For non-Sparta users, this has 
no effect. 

The first module from lines 13 &0 to 

1800 sets up the dis-play and clear the 
Player /Missile ("P/M") area on an OPF.N 
commandp and as this Is the most basic 
routine 1 put it first. 

The next few lines 1EQ0 to Z10O contain 
the data for the arrow, The first set of bytes 
is for the foreground of the 1 arrow and the 
second set is for the border. E laving a two- 
colour arrow means it never becomes in- 
visible. 

Lines 2140 to 2270 are called when any 
part of the program wonts to change the X 
co-ordinate of the 1 arrow, POINT does this 
and so does eoch driver when you move 
whichever device you are using, The X 
co-ordinate contained in the X register is 
checked to make sure it Is on the main 
screen area. XOFF is a constant declared at 
the top of the program and is used to 
determine whic h point across the stripe to 
take OeS 0, for example if you had a cros- 
shair cursor the point to calculate from 
would be somewhere in the middle of the 
stripe, 1e8e 3 or 4, More of this later. 
Lines 2280 to 270O do the same for the V 



axis. As many people arc aware, a player/ 
missile does not have a y co-Ordinatej it 
extend.s right from the top to the bottom of 
the screen in one continuous stripe. There- 
fore to plot in the Y axis we move the 
arrow up and down in that stripe. First we 
erase the arrow from players 0 and 1 and 
replace them in their proper positions. 
When calling this and the XCHANGL 
routine, the co-ordinates are not the stan- 
dard graphics mode co-ordinates but the 
player/ missile co-ordinate system. 
Lines 2 700 to :t2l0 are called whenever 
q Reset occurs or when the program is first 
loaded. The Reset handler (DOSVEC) is re- 
routed through the routine and then the 
M: table is placed In the CIO handler table 
(HATABS). Then MEMLO Is checked and if 
it is found to be less than the end of the 
program, it is replaced with the address of 
the end of the program. If MEMLO is grea- 
ter than the address of the end of the 
program it is Left be, as there may be other 
utilities further up in memory than this 
driver, for example a keyboard buffer 
driver. 

Lines 3220 to 32 W handle an OPEN 
command, most of which actually occurs 
in SETUP. Note that the X register is saved 

contrnued overleaf 
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U-> t PI M 



mjLn-mu^ 
b-v siwfl itpw 
Listing Z 



HC Z AFW a 
Sll 3 KCH U 

g« 4 ftfH n 
HI 5 REM ft 
SW 6 HEM ** 

LI 7 HCn tt HE H flTflfil USER rObru«ry M ■ 
NO f REM 

OH l** oreh mjJ/'^rtO^E.DIJ- 1 
*y HO RLlTORi iPlH HEH*I*ii pflSCZJ 
EX 124 READ HtKS 

LP 1*9 FflB R-l TO LEPHHE*$W STtP 3 
M T 149 flS-HEM* (Mp»+ll 

,-,h ige IF A*="KH" THEN CLOSE Hi i EPP 

CP i«a PUT ■i i i*JC(*ti-rt(«>»*' , ^«i*« i 

tA%C<A£ 123 3 -?* CA* CZJ> ,, e ,, *-'i*l 
It 171 HEHT H 

IBB GOTO- 1Z» 
HA Z&6 DiTfi rFFF|F2ZAbZ?flPiBB3*A-AaA*«« 
CM ?10 PflTA f5HBaiMWM»FSl*"ina<fl«^ 
OP ZZ# Oft" zzADOeD34A4A4fl#Aiflrflz1«flefto 

B T ZIO OAT A ZZflaF5J*AE^A*ASOA«JEA£Aft?ZEC 

F* |4P OATA ABZZFtlWAAZJCOA*22PBPAAElB 

CE 2 3 6 ODTA 22CAZA^?««ftEZZAClDZZEB2ttfr 

DF 2KB PAT* IB^CA72*eeAJtIF«IBB?flfiZie&A» 

MD 270 OATA ZZ[?B00ACJ.E22B.6il*2a7rZ*4C?I22 

mo zeo JftTa fiC iE22i:*CB2e/i-?aA6ABZ20Drte22 

ft* 2 nil frATA APAlz2flSft72 2A&BSP?O*01*0«Il 
C Y IBB Z2i**0fiflflO*lH J^OOZKK 



_ 



_ 



listings 3 and 4 
The Moose Driver 
Above in Basic 

Right in Assembler 



EB1B 

5010 
3014 
EB4B 
SB E B 
B00O 
&B-7P 



Bill 

3il« 
Blip 
313* 
S±4P 
BIBB 

BIO* 
Biff 
I2.BB 
EZ1B 

B22« 
B23t 
BZ4* 
BZtt* 
62 00 
3 2 f B 
B Z BO 



STRIfal = B-*B 

f 

; LeiV-t tbff Fd L 1 Dill 1)4 6 linfi 

; pf i^alTti tut IF UOU intend II 

j apptnd Thi* it tuo iflurrt 

J 

NC.MAHbE= S ZBfil 
VCHAHAe= $2B7F 
PtCOQRB - t22tl> 
VCORffl - KCdDftD+l 
TEMPI = *F* 

J 

; Thr rUrSt Of 1ht COd0 BOTH 

t PMtho^ UJ:*, a a TVPF TT III!' 



SJO* 
S3 10 
5X2B 



PROGRAH 
i L- r, 1TICK1 
L*R A 
L'jH A 
I. ^ R A 
L5R A 
Bt A TEMPI 
AMD n4*3 

iTA QLDM 
LB* TEMPI 



> E el our inillAl 
: uiiui to cDPPirt 

j with 



SB-lit I AT A M #nd V 
(y« on 10 ulc bits B 
and 1 For •Mttit 



L BR A 

63B0 L BR A 

0I6P STA 01.OV 

3J7* HATHLOOO 

53BB LBA STICK! 

5310 L3H A 

B4 0B LiR A 

«41* L*P> A 

SA20 Lift A 

0430 StA TEMPI 

',iiH AMD BiSl.l 

B1B0 STA HEM* 

B4B0 LBA TEMPI, 

B4 70 AND nBBt 

B490 L*R A 
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as this is the index as to what IOCB is 
beiny used. 

Lines 33O0 to S35Q handle the CLOSE 
procure. The players are taken off the 
visible screen. This is the ONLY time their 
positions art? changed external to 
XCHANGE and YCHANGE and this is only 
because the co-ordinates don't matter after 
that. 

Lines 3360 to 34O0 handle all the non- 
implemented functions. 
Lines 3410 to 3470 handle a SPECIAL 
command and determine if it is a NOTE or 
POINT in which case the relevant routine 
is called, or some other function, in which 
case the ' not-implemented 4 routine is 
called. 

Lines 3480 to 3520 contain a table for 
each axis which is how many times a 
player /missile co-ordinate must be divided 
to be in the correct scale for a screen 
co-ordinate. The first number is for 
Graphics 0. the second Graphics 1 and so 
on. 

lines 353G to 4090 handle a NOTE. The 
individual driver is called and then the 
co-nrdi nates are manipulated by subtrac- 
tion and division to make them into 
graphics screen c o-ordinates. The division 
is accomplished by a rotate right which 



divides by 2, this being repeated the num- 
ber of times specified In the tables. 
Lines 40TO to 4610 handle the POINT com- 
mand which is virtually the reverse of the 



The rest of the program handles DOS code 
for MEMLQ, and the run address of the 
code, plus the two bytes used to store the 
arrow's co-ordinates, 

THE DEVICES 

Phew[ Instead of going through each driv- 
er, 1 will give a brief outline of how each 
device returns values. See also the dia- 
grams which might make it a bit clearer. 

JOYSTICK: This returns values in a 
4-bit form, one bit corresponding each to 
up, down, left and right. All that Is neces- 
sary is to check for each bit and move as 
appropriate. 

TRAKBALL: Again this returns a 4-bit 
value but in a different form. Two of the 
bits indicate whether the ball is travelling 
up or down t left or right by setting or 
resetting the bit as appropriate. The other 



two bits CHANGE when vertical or hori- 
zontal movement is encountered. There- 
fore we must store the old value and check 
it with the new one. We must do this at 
Least twice, else the user will never get a 
chance to move if he keeps is finger on the 
Tire button. 

ST MOUSE; A couple of other drivers 
are available for an ST mouse but none of 
them have compatibility with any other 
devices you use. so your non-mousing 
friends can't use your wonderful programs. 
Anyway, this driver is easier to customise 
because you have the source code! 
A mouse works in a similar fashion to a 
trakball for each axis there are two bits. 
These bits change as the ball is moved 
along that axis in the to I Lowing way: 



00 

01 
1 1 

10 
00 
0 1 



OK 



00 
10 

11 

01 
00 
10 



etc. depending on which way you are 
going. 
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Listings S and 6 
The Trackball Driver 
Above in Basic 

Right in Assembler 

Only one bit changes at a time and this 
tun be difficult to process because the 
order is not true binary This is called a * 
grey code (ooh!) and avoids an error when 
both bits should change but don't quite 
make it together. To read this sequence, 
we have a table of 4 elements, which is the 
correct sequence for one direction. 

TOUCH TABLET: This is an ana- 
logue device and returns a value between 
0 and 228 for each axis, although I only 
use 160 (x) and 192 (y) values and cut off 
the others which means your stylus or 
finger is not right up against the tablet 
edge. The x axis runs O to 228 left to right 
and the y axis runs 228 to 0 top to bottom, 
$o this value must be inverted. The three 
fire buttons each return a bit in STICK(l) 
(for port 2) but if you dont want to check 
which button is pressed you can just see if 
the value is 15 {none pressed) or not 15 
(any pressed). 

CUSTOMISING 
THE PROGRAM 

One of the main reasons I wrote this 
program is because 1 found it so cryptic 
going through u mouse device- driver 
trying to find out how it worked. I started 
from scratch, I didn't even know how a 
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ill or mouse worked, There's not 
much point in having a program thot 
only does what one person wants it to do 
so I have tried to make it as easy as 
possible to change it, Remember, if you 
make the code any longer you will not be 
able to assemble the individual drivers 
separately as the equates will be wrong. 
Many of the changes you can make in the 
BASIC listing ■ those that don t change the 
length of the code. See the REM statements 
in the Basic CORE. B AS program. 




THE SHAPE OF THE 
ARROW: Change the hytes between 
ARROW and ENDARR. If you want you 
can have less or more bytes but make sure 
there is the same number of bytes after 
BACKG. If your new shape does not have 
its reference position at the top left you 
will have to change XOFF and ¥OF7 h or 
the indicated numbers if using Basic. In 
Basic; you must keep the arrow to the same 
number of bytes, thus if your shape is only 
5 bytes high pad out the rest with 0 } s. See 
the diagram for more details, 

CHANGING THE ADDRESS OF THE 
PROGRAM: This can be done in the 
Assembler code by changing PMSTORE in 
line 1230 of the program. The program 
takes up 2K from addresses PMSTORE to 
PMSTORE+S7FF ond MEMLO is set at 
PMSTORE+S800 Vou may make MEMLO 



in either Basic or Assembler if you 
wish, thus protecting memory for your 
own use. Eventually I shall produce a re- 
locatable version. 

ADDING A NEW DEVICE HANDLER: If 

you have a device other than those i have 
written drivers for, say a light pen or a 
keyboard (I didn't include this as I can't 
Imagine anyone without a joystick) you 
may want to write your own Here's how 
to go about it: 

a) Vou may use the XCOORD and 
YCOORD variables to find out the posi- 
tion of the arrow 

b) To set the position of the arrow, load X 
with the P/M co-ordinate and call 
XCHANGE for the X axis, or load Y and 
call YCHANGE for the Y-AXIS. You may 
move the arrow to any point and need 
not check that the co-ordinates are 
within the main screen area. 

c) You may use the variable TEMPI (JF5) 
if you need zero-page storage, but don't 
expect it to keep its value between sub- 
routines. 

d) Your routine should end in RTS when 
the user has signified end of input (e.g. 
pressed a trigger or key) 

e) The last byte of your code shouid not 
extend past PMST0RE+J2FF. You hove 
about 220 bytes to contain your driver. 

continued ov?rteaf 
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listings 7 and 8 
lite Touch Tablet Driver 
Above in Basic 

Right in Assembler 



M 




Mine range from 78 to about 170 bytes. If 
you have to use more space, change the 3 
in line 1480 to 4 and you have an extra 
256 bytes, but using any of the missiles 
will corrupt your driver. 

CHANGING I HF COLOURS: You may 

change the colours whilst using the driver 
by POKEing to 704 and 705. To change the 
default colours, change the values on lines 
1720 and 1740 (Assembler) or those indi- 
cated in the Basic code The formula is as 
usual r 

1 6 *Colour+Brightness 

ADDING ADDITIONAL CIO FUNC- 
TIONS: To add GETBYTE PUTBYTE or GET- 
STATus functions, write your own code 
and erase the label from lines 3360 to 
3380. You may find which IOCB to use in 
the X register (JCtt-IOCBO, S10=IOCB1, 
J2LMOCB2 etc), whic h command to use in 
address !OCB+2 F X ond you should not cor- 




■■f.n.n 
SB7B 



PAD PL Z - B2B 
PADB^I = E27 
5TIEK1 = 613 



' I li Mi 
3 1 IB 
blZA 
B13B 
514A 
Bl» 

Sib« 

E17B 

siao 
Sift 



L»*vt 1HA foil owing b lin*3 
of fquitri out . t ybu Lhttnd «a 
thi* The soufc* 5ti 9 r 



BllA 
S? JO 



; 
P 
I 
I 
j 

HCHd.HfiC= $ 2 EE E 
VCHANGE- IZA7F 
k d-d ciam = tZZlP 

YCOORb " HCQOMO+1 

wrvCDCjaoti 



Th* r*st or The ffldc both 

HtthOd* USB, SB ItfE IT nil I 



E2JO 


J 




-.7 44 


PR OCPAH 


EZSA 


HA 1 hi iHif 


E2 6B 


LBd 


STICK J X 


BZZO 


CMP 


HIS 


5? fl A 


FEB 


MOT PIG | 


3Z?d 


uti 




&1BB 


HDTRIC 


■>!• 


LPO 




ttXZfl 


IT A 


PAfrUBL 


B33B 


iTA 


PdBUdL>l 


334B 


LBV 


M 


j I j fl 


LOOPS 


BIBB 


BEV 




B3 7B 


CLC 




j. I BB 


LBd 


PdDUAt 


53fB 


BBC 


PdbBi 2 


34BB 


4Td 


PdB'U A L 


S41B 


LBb 


PBBUdL.fl 


B42B 


OOC 


Hi 


54 JB 


IT* 


PABIIdL.41 


&4 4I1 




WIT 


*4fiO 


t Pit 


«o 


4 fa fl 


BHE 


LOOPS 


94 7t 


LBV 


m 


&4BB 


LDDP11 


S4SO 


CLC 




SEBB 


LIB 


PdPUOL *1 



ChP-rk for triigfr 
C-Bl I thrv* mi s tpr 
in 4TICK1) 



N AMIS 



J Cot 4 fti^n^ 



I L 3 H FHIC H] 

mpm tp Jiu- 

i BV 4 



5 Eli 


HOB 


Pdl>UdL 


5579 


BEY 




EE7I 

a a d ■ 


■ HE 


L UUf 1 1 


■ , l , j. kl 


LDO 


popMOl 




BTJj 


WE. FA 


a a a n 


r wtmm 






L DV 


ttf 4 


EEflB 


I D 




Hfi ■*« 


"? T# 


P ADUi>( 


S.Ed£. 


a T A 


P AB-trAL +■ 1 

EE" EUC1EU "*T .Bv. 


a h 1 O 








| . r 




EE 1 B 


CLC 




EE4 0 


l Q-ij 


PdBB-LT 


EESfl 


EDR 


ItESS 




SBC 


TTI 


& B 7 B 


OPG 


POBVAL 


■j (j n a 


S7d 


PftDUAL 


S & ^ A 


i i^n 


PdpUAL41 


57 BA 


OPC 




S710 


4T4 


PAPVOL+1 


'97ZA 


1 .K 


1401 f 


\ /,1 H 




m 


11 74* 


DHL 


LDDPB 


9 73B 


LPY 


RZ 




Lddpiz 


ITT* 


CL.G 




E 7 A A 


L^B 


□ AniiAi +i 

F Fl If V H L T ■ 




R □ R 




3 B B B 


D! V 




"5B1 B 


BMrr 


LD0B12 


5 8 Z ( 


LBV 


POfrMOL 




3 T ¥ 


□ LBV 


EB 4 B 


JSR 


VCHdHCF 


n n n h 


PI c. 






TOH 




Mi 




HCHOIKE 


f'.HKH 




HBjTHLDDP 


Ml T-tti 


I 




ft 4 B B 


f EE 




E*9> 1 0 


I 




GSZO 


MdIT 




ESJB 


LBK 


trtFF 


6S4B 


LOOP IB 


- 


BFH 








LOOP Id 


ES7B 


RTS 




^ ^ *l 4i 


i 




stt* 


PfiDVaL .MOKP B 


B BOB- 


OLB-K 


.B¥TC e 


BUS 


□ LBV 


- BV"T E e 



X *jur M ViLut 

■ Haw rud V-*iis 



Iti-Mou 




rupt the X register. The Y register should 
hold the status of the command on exit: 
l=success P i28=break abort, 146= com- 
mand not implemented and so on. If you 
want commands that are specific: to each 
driver, e.g. checking fire buttons, 
then separate assembly of the code is not 
possible without indirect jumps through 
temporary locations {ugh!) and because of 
this I have not implemented these, admit- 
tedly simple, functions. 

If you want any help on writing a new 
driver or modifying mine, feel free to write, 
Or send a disk for all source and object 
code. I will be glad to supply a bootstrap- 
ping tape plus the four drivers on receipt 
of a tape. Please send an SAE though. 

Simon Trew 
322 York Road 
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the Joystick 
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REPLACEMENT 

and 

EXTENSION CABLES 



ST 



BROKEN JOYSTICK? 

Nine out ot ten broken" joysticks- require 
only a replacement cable since the wires 
orten break at the plug end. With Atari 
type ioysheks, simply slip The spade lugs 
ol this replacement cable onto the PCB. 
Should fil other joysticks all hough Ihe 
lugs may need replacing 

"replacement jnrsra CABLE £2 5D 



ST JOYSTICK/MOUSE 
EXTENDER 

No more riddling about underneath your 
1040 or 520 This short extender allows 
both joystick and mouse to be connected 
a short way trom the sachets. Saves wear 
on the plugs and sockets and makes 
swapping of joystick and mouse easy 

£5.95 



OTHER CABLES FOR ST 

HWO DISK nEPLACEMEIVTCWLE £1596 

HARD DISK EXTENDS WBL; H METRE l E14J5 

2 METRE FLOPPY DISK DRIVE CABLE M% 

2 METRE FLOPPY DISK DRIVE EttENS OS MJ: £14 9& 

1 040&l'520S' -M TO MQ*fT0ft WITH SftRT [ J ' 95 
SOCKET 

52D&T TO PHILIPS B&33WjM DP C11.9& 

MOND*DLDUB.SWCH UHI" £19.95 
! Allows iron and k*o/ mnWun Id renur 
nnnnKrerl and w :chej: 

PAIR W COILED MIDI L«DS U% 



CABLES FOR XL/XE 

ME 1 METRE REPLACEMENT 

SffliAL CABLE 

ME TO MONO MONITOR 

JSLflE TO SCARF 

XLjKE to composite video 



EMS 
B.96 



cables are lop quality 
for la u I Hess data transler 



L 



MOVE YDUR PRINTER 

You don't need to keep your printer so 
close to the computer. An extension 
will fil between your easting cable and 
your prinler to enable you to place the 
printer almost anywhere you want. Don't 
be restricted! Frts any Centronics setup. 

2 melr&s £7-95 
3 makes E1 1 . 95 5 melres £14.95 
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ST Id B5Q MULL MODEM CABLE 

If you already have an 950 interlace or 
P:R: Connection you can now hook your 
XL/Xt up to your ST and transfer hies 
with any comms program. This cable 
simply plugs between the interface and 
ST modem port Use Kermit (available on 
botr mac rimes J or similar to i ranker hies 

£8.95 



listings 9 and 1 0 Ike Joystick Driver 
Below in Basic 

Right in Assembler 
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Ml ISO IF fttz-'lH 11 THE* CLQ^E ttltEMft 

fit- ibe put Hi, case cat * ?■ cofi -b-i -401 

IA« CA* (*1 1 -7* CA« |2 J -4H> 

10 170 HEKT h 

HI !•« GB T 0 1ZG 

IT I OB Eh AT A F F FF i F 2 2 G G 2 2 AB ear B-2 ?S 1P8 

VL 2i» OflTA ■BA£lE32eiai£R7F2BAE.F5.2?a2l>a 

OH 171 iiRTR 00RCiertC0C0T07FT*A^FSZ»a4Ba 

Ok I-Jl Dfihl A «rAi:i[>12GAZ»azOAB.r i 9.»OOfr00 7 

EU Mt OITA AC 1 E>2 IE I Z006 1 *C5 KF1FCAD 

AU ZSB BAT A BSHJBAOIGOJCirJZMH 



_ 



- 







l 



iscta ; 

ifl* ? 

llzl J 

IBJB J 

1050 : 

1161 ST1CH1 



J U V j 1 J f K iftfl V L I? 1 D 



1191 

i i mi- 

111B 

im 

IJ40 
t ISA 

1 L l> B 

I l 

Lilt 
1170 
1701 
1X10 
1120 

II JO 
iz^a 

1 2 SB 
JLZ&B 
1.Z7B 
1710 
It^O 
L IB IS 
1 3 lO 

ixze 



; L«-«ve th# top lowing g iin*-F 

□ f p^LLAtf f put i -f VOM Jinlind to 
; *PP>nd this at thp murEt itigi. 

; 

HtNAMfiE= *ZOB4 

VC(i«AKC= SJ*?C 

HCOOVI - fttlA 

VCQCtHB = HCODRB^J. 

TFN#t = #fb; 



Th* p*st ot Ttvt code BOTH 
Mtih«tf» uii, mo 1VPE IT m II 



LBA WIGKI 
^ T A TEHP1 

duo at a i 



ttt itick 
saw in Irnpl 

c-he-ch bit i Cup) 



itf 

BEV 

JSft fCHAitF 



1130 


OKA 








1 3 40 


l DO 


TEMPI 






13GB 


AHB 


EttOI 


J 


rhtrl b,it ? idAKnl 


J.3GO 


SHE 


□ KZ 






1I7B 


LBV 


vcaofio 






J, TOO 


T«V 








1J*I 


IN ¥ 








1400 


JSA 










BKZ 








1I2B 


LBA 


TEMPI 






1430 


AWP 


■MO 


J 


th*ck b.l -3 CltflJ 


14AB 


OUE 


0K3 






i«i 


1 l>K 


















±470 


j ifl 








1400 


OKI 








1400 


ton 


TC«Pi 






4H00 




■fl 


: 


ind fcit 4 friubtl 


1&10 


■HE 


0K4 






»I4 


LOW 








1530 


INK 








1040 


JSR 


HIM A N b L 






19 5| 


II H i 








1500 


I BA 


10 


; 


M*it for b jiffy... 


19 71 










IGflG 


CHP 


£0 






IS IB 


BE Q 


LODPB 






1101 


LOO 


3-tHIGl 


i 


e hr t k button 


to io 




■IKS 






1011 


BT9 










QMS 








1«4B 


,j NP 


HOIHLOOP 














• 



New Atari User ■ Issue 42 



29 




XL/XE TYPE-IN 







by Wouter Schul 



Crab your helmet, slide down the pole and into the big red engine. 
There's a fire! 

A big apartment block in town is burning and it's you job to rescue 
the occupants as they jump from various floors. You must operate the 
rescue blanket held by two brave fireman and catch people as they 
fall in order to bounce them into the waiting ambulance. You have to 
be quick and must be careful that fatting sparks do not damage the 
blanket If this happens you must go over to the ambulance to collect 
a new one. 

If you rescue enough people, the owner of the building might want to 
give you a medal but you'll have to be quick to collect it, as the fire is 
stilt raging! 



: 



SCORING 



Each person caught 
2 points 

Men In Ambulance 
10 points 

Collecting medal 
extra life 

The game ends when you 
have dropped too many 
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cs 
ii 

HD 
SH 
LT 
iW 
AY 
AL 

MS 

HH 

UC 
AX 
ZL 

uu 

B A 

QL 
ZF 
M 



TO THE RESCUE 
wouter schul 
narktn, Holland 



it 



2 REM It 

4 REM R 

5 RE M tt 

6 REM S 

7 REM H HEH A FAR I USER February 90 8 
8 

16 REM 

100 ? "HPiease be patient 
ialise lv :cosiJD ieee:REHEHI 

1IB POKE 559,8 :G05UB 15 09: REM E3^r«m!I-3 

a 

REM 
REM 
REM 



while I init 



129 gosub zeoe 

138 GOSUB 5080 

gosub jeee 
rem BEHIi3 

H=14i¥=20 
LEU=l£SC=0:L=3: 



ARRAYS 



STRINGS 



OPENING- SCREEN 



144 
143 

iso 

160 

170 
160 



SCREEN 



■~ 0 ■ M™0 i M T ~ 0 

T Cl)=l; T C2) =1 s T 139 "1 ! T £4 3 =1 
CC13=1 SC £25 -0 EC £33=0! C<41=6 



BF 
EK 

KH 

F* 

CH 
AF 

LO 

¥S 
IN 

BJ 

FL 

IP 

GU 
£J 
GJ 



ZL 
QK 
All 
KM 
VII 
IJ 



OK 
KG 

L(J 
5S 
GK 
BH 
UK 
ML 



ZP 



GI 

Ml 
F» 
IU 

KR 

Jit 



19? RtM 
zee FOR T=JL TO # 
218 5-S T ICK 101 I POKE 77,0 

220 IF 5=7 AMD H+ C Y-203 *20 <27 THEN K=K 
*11IF H>19 THEN H=0l¥=2l 

230 IF * = li AND K+ E¥-283*20>5 THEN H = K 
-1IIF N<0 TMEH K=I9t¥=20 
240 IF ©R = l THEN 460 
?50 POSITION K,Y:7 »6;AS 
IF H=l THEN G05U8 -530 

299 rem u i l:j ^» 4^ [rj : 

300 IF SC-LEU*1O8>0 AND LEV<4 THEN GOS 
UU 000 

320 IF C CI) -O THEN 380 

330 POSITION 5CCCI) , I*2~l> , SCC CZ1 , I*2> 

:? a*:* 1 

340 C tIJ =CtIl +1 :IF CCIJ =2* THEN G03UO 
B50;GOTO 300 

350 POSITION 5 EC £13 , 1*2-13 , S CC CIJ . I*2J 
:* t*6;CHRS C3G # T £1 J J 

360 TCU-TCIl+lsIF TCI3=5 THEN T CI) -1 

305 IF T CIJ =122 THEN T<I>=120 

370 IF S CC CI J , I*ZJ=19 THEN GO SUB 9BO 

300 If EM T I 

390 GOTO £00 

399 REM I IhMA izt * f nI ■ I J f flU J 1 1 jf if f 

400 IF 5C>7 ANp SOU THEM 460 
4J.0 POSITION M,V 

420 IF 5 = 7 THEN ? *t&; » It" 
430 IF 5-1 i THEN * 1*6 ; » tttt ■■ 
440 IF K+ CV-2OJ*20r27 THEN BR-0 
450 GOTO 388 

499 REM 

500 FOR P = 58 TO 70! SOUND O. P. 12 . 8 ; MEKT 
P!SOUNf> 6.0.0.6 

510 position h,yst ttG. ifc !! 

528 BR-1 ! RETURN 

52? REM 

5J0 MT-MT-1 

548 IF H = 5 ANE) ¥-20 THEN 500 

506 IF MT>0 THEN RETURN 

550 M=0: POSITION 3,20 s? tt*.". 

570 RETURN 

bKfl FDR P = 18 TO 3O:50UN& 0,1*, 10 ,10: HEX 
F P: SOUND 8,0,0.0:11=0 

598 POSITION 3,20;? It&J", « I L=L+1 J POSI 
TION S.JEf B6JIHTEL3 

595 RETURN 

699 REM KH Ill^afilj 

708 POSITION 5CCCIJ ,I*2-IJ,SCCCIJ ,I*2J 

;? J*6. ,B ■■ 

705 IF t CIJ > 160 THEN 778 

F10 POSITION SCCCIJ ,I*2-.U . 5 CC £13 ,1*21 
#3i? 
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CV 720 SOUND 0.52,12.18 

01 730 FOR PI TO 58: NEXT P 

YZ 748 SOUND 0.0*8,0: POSITION 5 CC CI J. 1*2 
13 m S EC £13 ,mz3+ltf ag;"." 

IN 758 L-L-1SIF L <fl THEN 4688 

HH 760 POSITION 6,33 9 tf& ; INT CL 3 ; " 41 

H G 7 78 GOTO 66 0 

NJ 799 REM I i :T«» II I : hi % tl IfMZT-m 

OJ BOO LEUiLEUti 

HP S10 FOR J=l TO 4 

CX 820 IF CEJ3-8 THEN CEJ3=1:J=4 

GO ^30 NEK T J 

ZH 040 RETURN 

UC 049 REM 



BULnHCF 



OJ B50 SC=SC + I0 E POSITION 13,2:7 Sf5;SC 

JO 855 FOR P-16 TO 8 STEP -O. 5: SOUND 8,19 

*P*4 . 10 f P t NEHT P 
HL 057 IF INT CRND £03*203 <3 MNP M-0 THEN H 

-I : Ml -10 : POSITION 3,28:7 »6 ; " 
GT BOO CtDze 

GN 070 R-INTERHDC0J#4>+1 : IF C(RJ<>0 THEN 
870 

hk aee c erj =i : t ehj _i 

iM 685 IF INTCRNDC0J*93 (LEU THEN TIR3=12# 

ZH 890 RETURN 

FU 099 REM fiir«i;1*f^ firTl 

IR 900 Z=0 

JZ 910 IF K+CY-2O3*2 0+2>2*S EC £13 ,I*2-1J O 
R Ml CY 203«2O+4<2#S tC CI J r 1*2-13 THEN Z 
-1 

YD 920 IF Z=0 ANO TCI>>100 THEN GOSUO 500 
SGOTO 700 

OP 930 IF £Z™1 AND Ttl)>0> OR BR=1 THEN 7 
00 

UD 940 SC = SC+2 ; POSITION 13.2:7 ft&jSC 

UN 958 SOUND 0 , i&O , 19 , 8 : FOR P = l TO 2 : NEK T 

P!SOUHD 0,8.0.0 
ZR 9&B RETURN 
KA 999 REM MIB-Tai 
TF 1808 RT-PEEK £1803 -8 
AC 1010 FOR ire TO 1023 

OH 1828 POKE RT*256+ I , PEEK £57344+13 

EY 1030 MEKT I 

HT 1840 RESTORE 1188 

JM 1050 FOR 1=1 TO 19 

HH I860 REAP C 

AC 1070 FOR J=0 TO 7 

QU 1000 REAP B 

FJ 1890 POKE RT*25fi+C#e+ J,B 
FC 1180 NEKT J 
EH 1110 NEXT I 
OH 1120 RETURN 

OL 1200 DATA 1 . 04 . 04 * 04 . 04 f 109 , 160 , 8 0 . 108 

ZT 1210 PATA 3 # 21 , 21 , 21 , 1 # 1 06 t IB, & r 4 Z 

RH 12ZO DATA 4,0,0,255,255,0,0*0.0 

OU 1230 DATA 5 * 2 S , 2 8 w 71 1 62 , 2 8 P 2 6, 54 , 99 

LR 1240 DATA 6,33,1^, 222,2^2*2 22, 19, 33, O 

JT 1258 DATA 7,99,54,26,20,62,73,28,20 

1260 O ATA 0 . 132 . ZOO . 123 F 03 , 12 3 . 208 , 1 3 2 



KB 1270 DATA 
7 

ZK 1280 PATA 
9 

OH 1290 DATA 
KA 1300 DATA 

55 , 2 55 
GL 1318 DATA 
FZ 1328 DATA 
KK 1338 DATA 
TM 1340 DATA 
GH 1358 DATA 

24 

ZZ 1308 DATA 



9,187,187,0, 238,2 38,2 38,0,16 

18, 24 6, 90, 96,96,96,96,224,1* 

11. 0,20. 02, 119. 99 pi 19. 6Z. 2B 
12,255.255, 255, 255, 255,255,2 

13, 108,56,254, 16,56. 48,68, 56 
14 J 25E,17fl,fl5 J l?fl l 255,e l fl l fl 
20.0^05.34,0.20,0,34.00 
29, 0 P 73. 0,8,93.0.0. 73 
30.10,82, 74.40,220,240. 240.2 

31.0.36.36,201,240.240.224.0 
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TO THE RESCUE 



MR 1376 DAT A Z f , i 6 B . 14 6 . 148 , 2 41 , Zl 2 , 24 0 , 1 
1380 DATA 32, a, 252, 252,48,32,168,32 



JE 

BY 



P/M GRAPHICS 



i439 RE H 

ISBB PMC=PEEK El06> -16 : PH=PMG*256 
JK 1518 POKE 54273 , PMG J POKE 53277, 3 
MM 1520 FOR X=PN+512 TO PN*76B:POKE I , 8 : H 
EKT I 

OB 152 5 RE 5 f ORE 1558 

UH 1530 READ PjBilF P<6 T HEM I 568 
IC 1548 POKE PM+P . B : GOTO 1538 
FG 1558 DATA 585 , Z 4 . , 66 , 58 7 , 60 , 7 13 . 24 , 

728,24, 721,255,722,255,72 3, 24,724,24,- 
i,0 

HA 1560 POKE 784 , 144 : POKE 786,56 

el is?? rem m=f <*ff«rH:iEH 

OV 1688 RESTORE 1678 

KU 1618 FOR TO 1561 

QQ 1628 REAO 8 

AR 163d POKE X,B 

FN 1648 NEHT I 

HL 1650 A=USfltl536J 

OD 1668 RETURN 

GC 1678 DATA 1 84 , 1 6© , 1 0 , I 6 2 , 6 , 169 , 7 , 76 , 32 
,228 

CN 1688 DATA 174,192,2,232,224,160,206.2* 
182 , 144, 142, 152, 2 , 76, 38., 228 

fv ±9*11 rem M :l rM B l-Ml>* * - * * rr " 

TA 280 0 DIM A5 £183 ,5 €2 0,01 ,T £41 ,Cf4I 

HC 2818 A$=" »$SSSH " 

IC 2828 RESTORE 2100 

HU 2838 FOR 1=1 TO 6 STEP 2 i FOR J=0 TO £8 

MO 2848 REAR H,Y 

OE 2050 5 t J, II = H2S CJ,I+13 -V 

HP 2868 ME K T J: NEHT I 

CM 2870 HISC=99 

BO 2898 RETURN 

RH Z1O0 DATA 8,0,2,8,3,8,4,7,6,8,5,9,5,18 
r 6, 11,8,12,6,13,7,14,7,15,7*16,8,17,8, 
18, 8, 19 , 9 , 18, 9, 17, 18, 16,18,15,11,14 

XR 2118 DATA 1 2 . L * , 13 , 1 Z P 14 , 1 2 , 15 , 11 , 1 6 . 1 

2,16, 13.17, 14,17,15 
TM 2128 DATA 0,0.2.3,3,8,3,3,4,18,5,11,5, 

12,5,13,6, 14,6,15,6, 16,7,17,7,18, 7,19, 

8, 16, 8, 17,9,16, IB, 15,11,15,12, 16 
RH 2138 DATA 13,17,13,16,13,19,14,16,14,1 

7,15,16,16,15,16,14,17,15 

CT 2148 RATA 0,8,2,12,3,13,4,14,5,15,5,16 
, 6, 17, 6 , 18, 6, 19*6, 18, 6, 17, 7, 16, 7, 15, 8, 

14,0, 13, 9, 13,9,14,9, 15,16, 16 
AE 2150 DATA 18,17,16,18,18,19,11,18,12,1 

7, 13, 16 , 14, 15 , IS, 14 , 16, 14 , 17, 15 
HT Z16B DATA 8 , 8 , t # IB, 3 , 16 , 4 , 17 . 4 , 18 , 4 , 1* 

,5, 18, £,17,6, 16, 6, 15,7,14,8,14,9,15,16 

, 16 p 18, 17, 18, 18, 10, 19 , 11 * 18, 12, J-7 
LC 2170 DATA 13,16,13,15,14,14,14,13.15,1 

2,16,12,16, 13,17, 13, 17,14,17,15 
IC 2393 REM DEI 

HR 3088 GRAPHICS 17 i POKE 7S6,RT^P0KC 55*, 

46 :POKE 53240 , 282 X POKE 53249,1*3 
15 3018 DL=PEEKC566J+PE£lt £5613*256 
LT 3620 POKE DI_ * Z4 , 5 : POKE PL+7,2 
PJ 3838 SETCOLOR 4,9,6:SETC0L0R 3,Z,4;5ET 
COLOR 2,6,14* SETCOLOR 1,15,8: SETCOLOR 
8,3,1Z 

AK 3848 FOR 1=6 TO 19 ! POSITION 0,X*? »6j" 
,.":HEHT I 

JY 3050 POSITION 8,5 S? «6 ; p,s ■ " I POSITION 8 

, ZB:? »6; I> H>H," 
HC I060 FOR 1=7 TO 16 STEP 3 i POSITION 2,1 

:? ttO j'V's POSITION 2,1-2:? (t6;CHR£fl58 

I INT CRND C0J*21 3 ! NEHT 1 
NT 38/0 POSITION 1 7 r 1 1 ■; 7 «G ; " B B|H 
LJM 3868 FOR 1=16 TO IB^POSXTIOW ±7,1:* «6 



: NEXT I 

DP 3180 POSIflON 5,2;? «6,'*5C0RE 

LIUES : 3" 
BU 3110 POSITION 8, 2 2 t? B6;" 



KT 
AF 
HH 
KB 
HA 
81 
GH 

FP 
FH 
II n 



AF 
PM 

HT 

(LH 
OK 

GJ 

UN 

0 J 
BK 
KN 

JI 
ST 

UN 



4 . I Z , Z : S 



CAME OVER 



31Z8 POSITXOH 15,2IS? 06i" 
3288 RETURN 

3999 REM 

4000 FOR X=8 TO 4 

4810 FOR J=14 TO 6 STEP 1 
4020 SETCOLOR 1 , 14 , J 

4030 SOUND 8,1*28+48,18, J ! SOUND 1,1*13 
+ 35 . IS , -J 
4040 NEHT J 
4858 NEHT I 

4868 SOUND 6,8,8,8: SOUND 1,8,8,8 

4188 GRAPHICS 8 S POKE 752, 1 2 POKE 53Z4G, 

RIPOKE 53249,0 

4118 SET COLOR 2 , 12 , 2 S 5E TCOLOR 
ETCOLOH 1,1Z,14 

4128 POSITION 16, 5 1? > 
< «H# n 

4130 POSITION 15,13:? "SCORE 
4148 IF SOHXSC THEN HI50 = SC 
4158 POSITION 15,15 2? "tilSCORE 
SC 

4168 position 6,2f^i7 "press krilil^i for 
another gane" 
4165 RES— 5588 : RESTORE RES 
4176 IF PEFKI53Z79I=6 THEN 138 
4188 G05UB 5288: GOTO 4178 
439? REM aipJ!H:fHBil4il4^J 
5888 GRAPHICS 17 

5818 SETCOLOR 4,0,2: SETCOLOR 8,6,18: 
TCOLOR l,2 # 6iSETC0L0R 2,2, 18 i SETCOLOR 
3,14,8 

5828 POSITION 3,6:? B6;'*T0 THE RESCUE! 



"I SC 
"?H1 



OR 5838 POSITION 3,7:? tt6 J " 



ii i 







FF 5040 POSITION 9,14!? «6l "fa!f*' 
MR 5058 POSITION 7,16i ? »6;"[flHH[! 
UO 5060 POSITION l,22i* 1*6 : "fUa^ START Q 

UM 5096 RE^=5688 : RESTORE RES 

AE 5188 IF PEEK C532731 -6 THEN SOUND 0,8, B 

. 8 : SOUND 1,0,0,8 : RETURN 
VA 5118 GO SUB 5288 ! GOTO 5180 
AL 5199 REM illi:iMiiW!irJ*-J 

CM 5286 HEAD S,6:IF S <8 THEN RESTORE RES S 

GOTO 5208 
HH 5Z10 SOUND 8,8,6,8 
EA 5226 SOUND 1,8,18,4 
OX 5236 FOR 1=1 XO 4 STEP 8.4 

G H 5248 SOUND 0 , S* 2* CI = INT IX J ) P 18,5 + 4#CI< 

>INT til J 
FN 5250 RENT X 
AZ 5258 RETURN 

PB 5580 OAT A 123,251,123,261,123,251,123, 
251.188.217,108,217,36,193,36. 133,96, 1 
93, 96,193 

CS 5518 DATA 91,182,81,182,91,162,81,162, 

96,193,36,193,96,133,96, 193, 91,182.61. 

102,72,162,81, 162 
HQ S526 DATA 91,182,91,162,31,102,91,182. 

ftt, 192 , 188 , 192 , 96, 217 , 188, 217, -1, 0 
EI 5608 DATA 72,144,91,144,72,102,91,182, 

96, 193, 123, 1*3, 96, 251,123,251 
HH 5610 DATA 96,193,^1,102,81,162.72,144, 

91,144,72,144,91,182,31,182,91,217,188 

, 217, 96, 193 , 123 , 251 
DU 5628 DAT A 0,193,8.182.8,162,-1,8 
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lohn S Davison tries a new utility that allows 
text and graphics to be combined 



Have you ever wanted to create 
a fancy letter heading using 
Broderbund's excellent Print 
Shop, and then print out Wow 
it a letter created with a word 
processor? Or needed to embed 
a computer produced graph 
into some text you've written? 
If so, Print-Filer could help you, 
as its purpose in life is to pro- 
duce and print composite docu- 
ments containing a mixture of 
text ynd gruphi cs. 

The package consists of just 
one single sided disk, Instruc- 
tions are in a file on the disk, 
and if you follow the guidance 
on the disk's dust jacket you'll 
soon have them printed on 
paper In fact you end up with 
a six page document contain- 
ing berth the instruction text 
and graphics from several sour- 
ces. That's right, Ram bit pro- 
duced it all using Print-Filer! 
The disk also holds the main 
program code, plus several 
demo files for you to look at 
und experiment with 

To use Print- Filer you'll need a 
machine with 64 K memory 
(800XL, 6SXE, 130XE), a disk 
drive, an Epson compatible 
printer, and graphical print 
software which will run in 48K. 

When you hoot up Print-Filer it 
cunningly installs itself in the RAM under 
the Operating System ROM. This is why 
your other software should be able to run 
in 48K, otherwise Print-Filer would be 
fighting it for the same memory area. A 
special cut down version of Print-Filer Is 
supplied, however, which can share some 
of that memory with certain other prog- 
rams. Once Frint-Filer is installed you can 
then load your print software, and run it 
as normal. 



DISK OR PRINTER? 

Print-Filer lurks under the ROM watching 
for print requests from your other software. 
When it sees one it asks whether yon want 
to use the printer as normal, or write the 
output to disk instead In this way you 
can r for instance r get Print Shop to write 
that fancy letter heading (or anything else 
it creates) into a disk file instead of direct 
to paper. 





cms 



27, AflHPH L flr4E, 
CSKlCLESIfDflTH, 
STAFFS. 



Dear , 

"ha lofctpr- hauling «bc»fc hia nothing T.O to vlth thili text, 
pvnppt that th» t«ci uflfE- brDi*g nL Loga^nnr wit" *™ a id or 
Pi - l P-T.-F l lor . T*ia araptucal h-ading ubi produc-ad using 
HrGdeTbunET- elitsiE FrirL 5hap prairr*". Frsnr.-Fi L*r *as 
uMd. to capcura it to <H*r- ir*aie*d (*r miing it cut- 
Prmt-FUfcr'a. Klilnr uii Lhen empi-yad to rw«* red_nd*nt 
vn^ac ccyinann^ F^c- the n L- . p»riuttin B '-n* graphic ard tawG 

*Q bH arintfid Out CD™t Lgi-KHJilltf. 

This tot^t uta the«i k-wk-mI _f3lpd nin QfTica II- That 

rFD CTranafa*- Fl]p rron DLakJ ca»«*nd »ti LrvaBrt^s in 

TTDrt ar \tm L*T.L. 3D tHnL *n*P pr L nt n] Lh* Hrap"hL=¥ A * 

j™,a*d and output f4«r*L, rollawad *u thai taut, 7 ha raiuLtw 
aaa n Er a *vr* peoducad on a S*a* SG-10 rpr-cm osnpatibl-i 

dot-i*tij( iirintar. 




b 



Laiur hf*« 



* F^ b1 -!7 ut , «^- FL iy> L V o< ^ Uh ,v*p B"^"* trait < 

****** rTi5*^ UT SS -i«4 - 



r ^ _ 



*a»l I'.rh a" "■"".Tirf 



behind a letter heading, or 
sandwich a graph between two 
chunks of text you can get 
away with knowing a bare 
minimum about them. 

I tried using Atariwriter Plus to 
produce the text to append to 
the letter heading, but you 
can't use Print-Filer to capture 
the text as Atariwriter Plus 
needs that memory under the 
ROM for itself. It is capable of 
printing directly to disk any- 
way, so you can then use DOS 
to copy/append it to your ex^ 
isting Print Shop graphic file. 
After further editing you may 
then print the composite docu- 
ment using the Print function 
provided in Print-Filer's editor. 

Another possibility is to keep 
the graphics files separate from 
the text and use your word pro- 
cessor's 'embed flle r command 
to insert the graphics into the 
text at the appropriate point, I 
tried this with Atariwriter Plus, 
but it misinterpreted the 
graphics data stream and got 
thoroughly confused. This 
approach worked fine with 
Mini Office II, though. 



ROTTWEILER \ 



Print Shop inserts printer control charac- 
ters to space down to the next page after 
printing the letter heading. If you want 
your text to follow the heading, you need 
to remove those redundant control charac- 
ters by using Print-Filer's editor, which you 
load as a separate program. 

Editing is where things start yetting hairy. 
Graphical print data looks totally incom- 
prehensible to most people, so you need 
help if you re going to edit it, Print-Filer s 
editor breaks the data stream up into indi- 
vidual print commands, and lets you list 
them with one command per line. It also 
translates some of the commands into En- 
glish for you, such as ESCape, and CR 
{Carriage Return), but everything else 
tends to be hidden. Yuu can request it to 
be displayed, but it's then shown in hex- 
adecimal format! 

To REALLY understand what's going on 
you need to be thoroughly au fait with 
your printer s command codes, however if 
all you want to do is shunt some text 



Print-Filer is aJso capable of handling 
more complex editing tasks such as selec- 
tively copying/overlaying part of one 
graphic into another. Try this and you'll 
suddenly realise some aspects of Print-Filer 
are about 05 friendly as a Rottweiler with 
acute bellyache! I'm not joking you have 
to manipulate the print line data directly 
in memoiy r and keep track of everything 
yourself using hexadecimal addressing! 
OK, so Print-Filer helps you do hexadecim- 
al arithmetic and hex dec hex conver- 
sions, but far heaven's sake! It's almost as 
bad as machine language programming? 

Overall Print-Filer is a good idea, and 
with skill and patience you can produce 
good results with it - particularly in con- 
junction with Print Shop and Mini Office 
II. I suspect it may be just too complex for 
the general user, but all you techie types 
may And it a useful utility to have around. 

PRIM FILER IS A VAILABLE 
FROM R AMBIT PRICE £8 AO # 
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UTILITY 






Remember the ANALOG 
magazine loader program 
that most people use to load 
machine language games? 
Now you no longer need to use 
it - Nick Higgs new program 
HEX SAVER is twice as fast! 






A 








exsover is a program which will take any object 
code file and produce from it a self contained 
BASIC program which tan be used to type in the 
file. Its chief use would be for the typing in of 
machine code files. 



When you run Hexsaver there are three simple prompts. 
The first is INPUT FILENAME D: 

The cursor will be at the end of the D: and you simply complete 
the filename of the file you wish to convert. 

The second prompt is OUTPUT FILENAME O: 
Again the cursor is at the end of the and you simply complete 
the filename of a temporary file to which you will LIST the BASIC 
loader program complete with hexadecimal code 

The final prompt is FINAL PROGRAM P S OUTPUT FILENAME 
D:AUTORUN,SYS 

The cursor is on top of the the A of AUTORUN.SYS and if this is 
the name of the file you want the BASIC program to recreate 
then just press RETURN. If you require to use another name then 
type over the filename AUTORUN.SYS and be sure to delete an 
characters remain iny from that name. 

When your have typed the three filenames HhX SAVER will read 
in the file to be converted and then LIST the BASIC loader and 
hex code to disk using the filename you supplied to the second 
prompt. As each line of data is written the message WRITING 
LINE xxstx will be displayed until the complete file has been 
LISTed to disk. As the file is in LIST format you should resave it 
by typing NEW and then ENTER [filenarne| Once loaded the 
program should be SAVKd back to disk. If you use the same 
filename as your temporary LIST file then that file will be 
overwritten. 

RECREATING PROGRAMS 

In use HEXSAVER is extremely fast r checking your typing and 
writing to disk as it goes and I hope that it becomes the new 
standard for type-in magazine programs. m 



NEW ATARI USER is mightily impressed by this program 
although its major disadvantage is that it cannot create 
froof tapes. We would like any contributors who submit 
machine code listings for disk only to use HEXSAVER as 
the BASIC loader. Authors will find if fast and easy to 
use and readers will be delighted with its speed. 
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AS 
LT 
MT 
Ht. 
SH 
LT 
GZ 
TS 



JH 
Hft 

EO 



IL 

or 



2 flEH D 

3 HEM tt 

4 BEH It 

5 HEM a 



HEW SAVER 
by 

Nick, Higgs 



I'D 
OH 



i.ii 

CA 



HA 



7 REM It HE H ATARI USER Ffbruary 98 tt 

10 DIM INFILet(20) jCHlTFILE* C2N) , PMGFJ 
EES f20> .LIHfUt) , LINE0UTSC001 ,MC$(42J 

28 FOR A~i TO 42 ! READ DA ! WG$ <A , Al -CMRS 

» Ai snekt a 

38 DATA 104,162, 16,104,157,69, 3 , 104 P 15 
7.6B, A r 18 9,7,157,66,3, 16*, 128,157, 73/3 
48 DATA 169,0,157,72,3,32,86*228*162,1 
6*189,73, 3, 133 # 213,1 89,72,3,133, 212,96 
58 LINEOUTSCll -CHRSC0J S lIKEOUTf (8» =CH 
R$ C83 S L I HE OU T $ f 2 > =LIHEOUTS : B5S C13 = CHH5 
<301 :eS$CZe] -CHR$C303 :B5S C23 "655 
68 TRAP 88 : POKE 764,44 

78 ? CHRSC125) > CHR £ 1293 ;CHR£<293 ! ■■ IMP 
UT FI LEHAME S D ! « f B 5$ f 1 , 2 3 J ! IHP1IT Bib 
jMfILE$:OPEH BJ. J 4,0 J IftFILE« i^QTO 98 

08 G0SU6 598: GOTO 68 

98 TRAP 118! POKE 7*4,44 

£88 7 EftfttCf*} j€ttft* C2?) j " OUTPUT FILEH 
AHE s EH^jBSfll, 23 j IIHPUT tt± 6 J OU T FI LE 5 
sOPEH B2 , OtITFILEf i GOTO 126 

HO GQSUB S9fl:t0T0 66 
128 TRAP 598 

130 POKE 764 P 44 : ^ " + + FINAL PROGRAM e V 
It " OUTPUT FILENAME J D ;AUTOftUK+ SV5" f 
BS* CI , 1 33 ; ; I NPUT tt 16 - PR OCT ILE* 
148 FOR A=1536 TO 1682: READ DA i POKE A, 
DA : HE HT A 

158 DATA 184 , 184, 133, 205, 104 , 133 r 204, 1 
84,133, 287, 184. 13 3 , 266 , 169 , 255 p 1 4 1 p I 4 5 

flililil 

168 DATA 146,146,6,2 33,145,6,173,145,6 
, 2 81,48, 28 8, 1, 96 , 1 7 2 , i 4 5 , 6 , 17 7 , 284 , 3 2 
170 DATA 66*6,172,146,6,173,143,6.145, 
286.268,148, 146,6,173,144,6,145,286,26 



CU 168 DATA 148 j 146, 6 * 76, 23 , 6 , 141* 138, 6, 4 

1, 248, 74, 74, 74, 74, 141, 143 , 6, 173 , 138 
1IH 1?8 DATA 6,41,15,141*144,6,173,143,6,3 

i r LSI , 6,1.41, 143,6,173,144,6,32,131 
BH 2 88 DATA 6 , 141 , 144 P 6 P 10* P 8 , 133 , 212 , 133 

,213,160,24,166,212,113,204,133,212,16 

5, 213 

HP 218 DATA 185,8 P 133 P 213 , 280, 192 , 48 , £00 , 

23*, 96, 1, 281, 18, 144, 4 ,24, 105, 55, 76 , 24 
VH 228 DATA 185,46,36,40,49,48,80 
RQ Z36 DIM A$ (260801 ; A? C1J -"V" r A3 C208®(u ~ 

'T' lfil C2)=A$ 
DK 248 ? "Jl WtErarFP " siHFlLEfr 
FM 258 LH = USR(ADR?HC$» , ADR C A$) > 5 A* =A$C1,L 

m 

UZ 260 GOSUD 390 

GH 278 LIttE=9J8:P0Sr-39 

BL 200 LINE-LIME +18 : ? " [■]:! lillM LINE "JLIH 
E 

JJ 298 ? B2 ; 5THS C LINE J J " DATA " ? 

IP 366 LINES Cl> -CHR$ t6> i LIME5 f 48J =CHR£ 163 

ILIM£$ C2> -LINEi 
0Y 310 POS=POS+40 ! POS1-PO5+40 ! IF POSl> LFN 

CA*3 THEN P051-LEHCASTJ : L I HE $ - A 5 C P 0 S , PO 

511 ;COTO 360 
LT 320 LIHES=A$ tPaS,PQS13 

HO 330 CHKSUM=U5H (±536 , ADR(LXNE$1 , ADR CLIH 



EOUTS)) 

AU 540 ? tt2jLINEOUT5,-","; STHStCHKSUMl 
PH 350 GOTO 280 

I A 360 CHK SUM^USR CI 53 6 , ADR CLINES3 , ADR CLIH 
EOUT? 3 J 

OH 370 ? »2f LINCOUTS tl, I CPO SI ~PO 5+ 1 J *23 3 J 

STRSlCHKSUMJ 
OI 300 END 

TD 398 ? 02.-10 DIM L INE$ C683 , LINEOU f $ f 4 8 

) :OPEN #i,0,0,»;i:«RSC343 :procfileS;chr 

£ 1343 

MR 408 ? «2J"28 L INE= 990 ; Tft AP 188 : GO5U0 2 
00" 

OK 418 ? B2j"39 LINESC13 =";CHR5 I34J *"8"*C 

HR$C341 ;* , tLIHE$€08>="; CHRSC341 1 '"R 11 1 CHR 

#1141 i «1 LINES 123 -LINES " ; 
HH 428 7 lt2;»iLINEOUTS=LIHElFM J 46J" 
LI 430 ? tt2;"48 LIHE-LINE + 10 $ READ LINFS P C 

mw sum : ? M j chr£ c 341 , i, HJH35IB LINE * fc ;CK 

n*c34> , , *;^,INE ,, 

HK 440 ? B2; fc 58 CMK -U SH C 1 5 36 , ADR I L INE $ I , A 

DRCLIHEOUT$3 3 11 
AF 458 ? B2;-6 8 GOSUB 380:7 Bl J LlNEOUT* f 1 

,LEHCLI»E5J/21 j :GOTO 30" 
OE 460 ? »Z, ll4 186 f ttliCLO^E 111 : ? 11 ; CHRS 13 

41 ; " i:til:IMJ«iTffgt ^P- : CHRS C343 ; " ! END" 
EH 478 ? B2; R4 266 FOR A = 1536 TO 1650! HE AD 

D ; POKE A , D : NEHT A s RETURN" 
DM 4498 f B2;"210 DATA 216 P 184, 104, 13 3, 204 

, 184 , 133 , 283 * 104 , 133 , 286 , 184 r 133 r 205 , 1 

69,6, 141, 127, 6, 141" 
HA 498 ? B2J"220 DATA 120,6,160,255,148,1 

25, 6, 148 p 126 ,6, 173, 126^6 w 261,39, 208,11 

,173,127,8" 
CE 088 ? tt2; "2 38 DATA 133,212,173,128,6,1 

33, 213, 96,172, 125,0, 208, 146, 125, 6, 177, 

283,32, 111,6" 
EQ 518 t B2f"246 DATA 10,10,10,10,141,123 

,6*172, 125, 6 p 288,148, 120,6,177,283,32, 

111,0,24" 

TH 520 7 tt2;"250 DATA 189,123,6,172,126,6 

,206,140,126,6, 145 , 205 , 24, 18? , 12 7,6,14 

1,127,6,173" 
EX 538 7 tt2;"2&8 DATA 128 . 6 » 105 , 8 , 141 , 1 28 

,6,76,38, 5, 96,201,58,144*4,66*2 33*66, 9 

6,56 P 233 P 48,96 M 
HJ 940 ? t*2 ; kl 380 DLME =PEEK C1841 *256 + PEEK t 

1833" 

EI 550 7 »2; M 318 IF LINE <> DL HE THEN 7 ; G 
HR S C 34 3 i " flOj ";CHR5 C343 5-TR"5 CLIHE3 J 
" ; CHRS f 343 ;" aOBHECiahj CHR6E343 J Tl ! EHD PI 

LR 560 ? aZl HI 320 IF CHK5UM<>CHK THE H ? IS S 



CMR$C343 J "I 



t; prop 



IN DATA AT LINE ";GHR$ 



£343 j "J 5TRS f LINE! ! END" 
LV 578 ? B2;"33e RETURN" 
ZR 506 RETURN 

UF $?8 TRAP 590TPOSITIOH 2,18:? 

9 ' 



688 IF 


PEEK E 1951 =162 


THEN 


IK HA* 


HQ FREE SECTOR 




616 IF 


PEEK 1195) =165 


THEH 


IABOUF 


F T 1 £ H fthf CHAP A 


CTER r >l 


628 IF 


PE£K CI 95 J =169 


THEH 


IK MORE 


T UftH G4 F II. 1" f > 


Pi 



E Rfi OS D1S 



ERROR IN 



ERROR Dli 



MP 636 IF PEEK £195} =178 THEH ? ' fElJMHMJm 

[rim 



HIT At#V KEY AH D T 



MU 640 POSITION 2,22S? 1 

PK 656 POKE 704, 255: CLOSE Bl : CLOSE 
JO 666 IF PEEK C7641 =255 THEH 660 
MA 670 POKE 764,255 
ZS 680 RETURN 
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A TUTORIAL SERIES BY CORDON CAMERON 



THE FINAL 
ROUND UP 



W would like to start off this issue by apologfe- 
I intj for the absence of this column for the 
pa$t two issues. This was unfortunately un- 
avoidable, and I hope 1 haven't lost too many 
people because of it. Anyway, thanks to those of 
you who have stuck with the articles - 1 have had 
a surprising amount of mail, which only goeN to 
show what a sizeable following both the lan- 
guage and the 8-bit machine still have. I still 
hove a few people to reply too - 1 will get round 
to it, as I try to reply to everyone's letters. 

LETTERS 

Andrew Stephenson from Knottingley in York- 
shire sent a very interesting letter singing the 
praises of Turbo Basic, As he points out, the 
language has all the extra features, yet leaves 
the programmer more memory than the old 
basic. Andrew was interested in finding out if he 
could write a program in TB r compile it, and 
then distribute it to interested parties, along with 
the runtime unit r without infringing copyright, 
I'm happy to say that you are perfectly at liberty 
to do this ■ in fact, the entire Turbo Basic Ian- 
yuage package can be frep ly distributed without 
copyright infringement, as long as this is done 
without profit to the person doing the distribut- 
ing. In other words, as long as you don't charge 
people for the programs (apart from a nominal 
copying amount, or the price of an SAE), you are 
free to distribute them as you wish ■ in fact, this 
helps to spread the language, so more people get 
to hear about it. It Andrew, or anyone else tux 
that matter, lets me know about programs they 
have written that they think may be of interest to 
others, then 1 will be more than happy to pass 
on this information to other readers, 
Nigel Edwards from Leighton Buzzard kindly 
send me a disk of programs as well as a listing. 
He had trouble trying to yet a couple ot prog- 
rams from Stephen Williamson's excellent 
Machine Code Library to work under Turbo, so 
set about writlny the code to correct this. The 
article in question was in the JUNE/JULY issue, 
and dealt with the loading and saving of sc reens 
to disk. As I have included a somewhat simpler 
program in a similar vein here, I've decided not 
to include his program., however if you are in- 
terested drop me a line and I'll be happy to send 
a copy of his program, 
fames Easter, among others, noticed another 
deliberate^) mistake in Issue 39 - 1 stated ot one 
point, incorrectly r that the hexadecimal digits A 
through F corresponded to the decimal numbers 
1 1-16. This is WRONG, and os I mentioned later 
on, A actually equals 10, B is 11, C is 12 and so 



on. Apologies for uny confusion. 

Finally, Mr.X from Toytown asked about some of the commands 
which 1 hope to explain this issue, as well as including some very 
useful programming aids written for Turbo Basic. These arrived 
too late to be included in this issue, but I'll try and include them 
next time. 

HI try and finish off my tour of Turbo Basic this time with a 
look at all those commands that I've missed out in previous 
issues., along with a summary of where and when I covered the 
others. 



COMMAND ENHANCEMENTS 

DIM: As well as providing us with enhancements to the origin 
al Basic. TB also modifies and improves on some ot the earlier 
language's commands. The first such command is HIM, and has, 
as before, the format: 

DIM aCn) 



or 



DIM SL$(n) 

where a is a real variable, aJ a string name, and n an integer. In 
old Atari Basic, this command merely set aside space for the 
array in memory, without bothering about the contents of i hat 
memory. In TB, the DIM statement allocates the space, and also 
CLEARS each of the elements in the array. In the case of a 
numeric array, the elements become zero, and with a string, the 
elements become null characters (ASCII value 0). For example: 

DIM A(10) 

sets aside space for 10 elements, as well as set tiny A(1),A(2) .... 
A(10) to have value zero. 



INPUT: How many times have you hod to first print a prompt 
onto the screen, and then have another statement to get the 
response from the user. If the answer is 'many', then the mod- 
ified 'INPUT' command will come as a boon. As well as acting as 
it did before, you con also have an optional string of text before 
the variables: 

INPUT "This is a prompts 1 ;a,b>c 

The text string is printed, and the cursor appears immediately 
after the string where you can type in the values required. For 
example: 

INPUT 1 Please type in a [lumber --> ' ;NUM 

will prompt for a number, which will be stored in the variable 
NUM. 
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EH i REM 

HT 2 BEH tt 

CZ X REM tt 

OZ 4 REN rt 

MF 5 REM It 

Ml 6 REM tt 



TURBO tt 

Saving and Loading It 

Graphics Screens tf 

by s 

Gordon caneron tt 

^ REM H ' ' * " * H 

UK * REM tt HEW ATARI USER February 96 tt 

ff ? hem i m i m i l Jim n i m i mm m i mi rni i m 1 1 n i rM i i m n 

m me rem 

DH tZB GOtt HrtIN 

ou tse — — — 

PC 150 PftOC SETUP 

DIH HAHE$ CZe3 
DIM BLAHKSCllZeJ 

FOR LOOP-41 TO 1' 
CH«$C403 : HE KT LDCIP 

H6HE$~"I> i TEST . PIC" 



ZS 160 

LL 170 

FJ Iflfl 

JH 190 



I BLANKS CL00P1 = 



U J 


200 


KG 


210 


VQ 


Z20 


MP 

OH 


23* 
Z40 


GK 


254 


UK 


260 


y y 


270 


PF 


ZOO 


PH 


250 


FE 


IN 


UJ 


31B 


» 


32B 


Z5 


334 


BQ 


140 


If 


ISA 


Z¥ 


160 


UG 


370 


NO 


£80 


PI 


390 



PROD MftIT 

WHILE IMCEY$- NEUD 

EHDPROC 



PROC WIPE 

FftR LOOP=0 TO 7608 STEP 40 

MOVE BLANK # 5TARTtLQOP ,1Z0 
NEK T LOOP 

FOR L00P-7608 TO 0 STEP "40 
HOVE BLANK j STftKT+LOOP j 126 
HE HT LOOP 

TENT 110 j 94 i "PRESS A KEY" 
ENDPROC 



I — 



OH 
M> 
CZ 
QG 
HK 
KO 
U¥ 
PF 
PM 



4flG 
410 
420 
430 
440 
45B 
460 
470 
460 
490 



PROC 5 AWE 

-> fflRT-fiPCEK C&S9 
OPEH ttl.fi- 0 P NAME$ 
BPUT ttl, 5TflftT*NUN_BVTE5 
CLOSE Nl 

ERDPROC 



PROC LOAP 
CM 500 START-DPEEKCOfll 

open ttii4 t ei hghes 

BCET ttl # START j, HUM_BYf E5 
CLOSE Bl 
EHDPROC 



YZ 
KN 
UU 
PC 



EJ 



AS 
OH 
EN 
PG 
PI 
ZM 
uv 

PF 
PH 



510 
5 20 
530 
540 
550 
ill 
570 
SBO 
530 
600 
610 
6Z0 
630 
640 
650 
660 
570 



PROC DRAW 

GRAPHICS 24 S COLOR 1 
TEKT 1S7,*4,"PAGE 6" 
FOR LOOP=1G TO « STEP 12 
CIRCLE 150 j. SO j LOOP 
CIRCLE 169,36. LOOP, LOOP+12 
CIRCLE 160,36,LOOP + 12 JP L0OP 
HEHT LOOP 
EHftPROC 



AG 6^0 

AH /OS 

ZV 710 

OK 720 

CO 7 30 

l>C 740 

SP 7S0 

TG 700 

CR 770 

DK 7fiO 



tt MAIN 

EKEC SETUP 
tHLC ORAM 
EKEC SAME 

TEMT 137,**„»SftVtDI" 
EHEC WIPE 
EHEC WAIT 

TEH 1" 1 10 .LOADING. . 

E ME C LOAD 

TEKT 123, 34, "EH VOJUA ! " 
EKEC WAIT 



GET AND PUT; whilst on the subject of output, it's perhaps 
worth mentioning the command PUT, which am now be used to 
display a character on the screen, by specifying its ATASCH 
number. For example: 

FUT65 

prints the character ' A' on the screen, and is in fact Identical to 
doing PRINT "A\ It is useful for displaying t onlrol characters in 
a shorter, simpler way- |ust remember that anywhere you see 
PRINT CHR$(n), you can now replace it with PUT n. Hence, PUT 
125 clears the screen. 

GET is the opposite of PUT (surprisingly enough!) and is a 
simple way of waiting for a key press, and then storing the key 
pressed, without needing to worry about opening and closing 
channels, as you hud to in Atari Basic. So: 

GET WKICH.KEY 

will store the value 65 in WHICH_KEV when 'A' 15 pressed on the 
keyboard. This is equivalent to doing something like: OPEN #6, 
4 r 0, ^K:": GET #6, WHICH_KEV; CLOSE #6. Given the choice, 
which would you use! 



LIST, DEL, SOUND and CLOSE: Also conveniently, 
LIST has been modified so that you can list program lines from 
a certain line to the END of the program, even if you don't know 
what the last line is. For example: 

LIST 100, 

will list all the lines from line 100 to the end of your program. 

If you're feeling destructive, then you can delete multiple lines 
in one swift blow. In this case, there is no original command to 
do a .similar jub r so TB introduces a new keyword, DEL, which 
you can use to get rid of bits of program. DEL START, STOP' will 
delete all the lines between START and STOP. So: 

DEL 10,100 

deletes all the lines between 10 and 100 (inclusive). This saves 
you the trouble of tediously typing 10 then 20 then 30 .... and so 
on ad nauseum! 

A couple more modifications ore made to the keywords CLOSE 
and SOUND- If you use the word CLOSE on its own in a 

continued overleaf 
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program, it now closes ALL 7 channels (1-7) SOUND on its own 
turns of all the sound channels. 



ODDS and ENDS 



PROGRAMMING OPTIONS 

A few people have written in to say that they diskcvered the 
available commands as I did r with a disk sector editor! They 
mention the commands *L, *F and *B, and wonder, as 1 did, 
what they do, Well, all can be revealed! 
When Frank Ostrowski wrote the language, he altered' the 
programming environment, and 'corrected' an anomaly of the 
old basic, but left the programmer the option to revert to the old 
system. 

The most noticeable visual change is the indenting that TB 
automatically induces in your programs. Although this is gener* 
ally thought to be a good thing, you can revert to no indentation 
by typing J *L-\ To .switch the indentation back on, type J *L+' or 
"L'-thls is the default 

When you write programs and want to check for all possible 
eventualities and/or errors you can use the TRACE command. In 
Turbo Basic, including J *B' or '*B+ P allows the BREAK key to 
trigger the TRACE call : in other words, the program doesn't have 
to stop when you press BREAK. r *B-' switches this option off. You 
tun switch this feature on and off throughout the program., 
perhaps enclosing a part of the program which you do not want 
the user to stop In by A *W J 'B-\ (i,e. using the line *B' before 
the bit of program, and '*B-' after). 

Finally, there is a bug in Atari Basic which means that FOR 
loops which 'go backwards' execute at least once. So: 

FOR A=6 TO Is PRINT "This is an error IP : NEXT A 

would print the error message even although the loop shouldn't 
really execute at all! Using '*F' or *F+ P corrects this bug, but If 
you really insist that this bug is a feature r then '*F- F will return 
you to Atari Basic style loops! 



DISK I/O 



The BPUT and BGET commands are useful additions to the 
programmers library, and I've included a short program which 
shows how they can be used to load and save a Graphics 8 
screen. The format is BPUT #N, ADDRESS, HOWM ANY r and this 
writes HOWMANY' bytes from memory address 'ADDRESS' on- 
wards to Channel 'N F . 

BGET operates in a similar fashion ('BGET #N, ADDRESS, HOW- 
MANY'). This reads 'HQWMANY J bytes from channel H N J into the 
memory address ADDRESS' onwards. 

These two commands are convenient for writing blocks of 
memory to disk, tape or memory (including screen memory, as 
shown in the accompanying listing). BGET and BPUT are actual- 
ly useful shorthand. For example: 

BPUT #l,DFEEKfB8), 100 



and 



FOR A=0to 99: PUT #1. 



:B6)+A: NEXT A 



A few more commands will finish up this five part introduction 
to Turbo Basic, These r together with the others I've tried to 
describe, should hopefully leave you with a wealth of features to 
use in your own programs. 



PAUSE: Rather than have empty loops, Uk* 

FOR A-L to 10000; NEXT A 

to cause delays in your program, a command PAUSE' is avail 
able. 'PAUSE HOWMANY r will stop the running of your prog 
tar HOWM ANY/50 seconds. So; 



UK Hill 



10 PAUSE 600 

will stop your program at line 100 for 5 seconds. 

INSTR and UINSTR. These are somewhat strange com- 
mands in that they do not appear in many languages. Usually, 
you have to write a procedure to do this for yourself, but Turbo 
gives you two ready written routines. What do they do? Both 
commands allow you to find a small string Inside a larger one, 
For example, the string 'Future is Promises" contains the sub- 
string rt Promises". Basically, what these commands do is to Find IF 
ti smaller string is contained within another, and it so, where 
that string starts. An example should serve to explain. Say we 
have a string variable TESTS, and: 

TEST$- ' test " 

Then, the command: 

PRINT INSTR( " This Is a teat " t TEST$> 

would print out the value 1 1, as this is where the smaller string 
("test*) appears in the larger one (This is a test 11 ). However, if the 
smaller string is NOT present, then 



"This will return aero" fc TESTS) 



do the same thing, namely writing 100 bytes from screen mem- 
ory to Channel 1. 



will print out the value 0, a$ 'test" does not appear in the target 
string. More generally, 

INSTR (BIG^UTTLES) 

will look for the string LITTLES in BIGJ and, if it is present, will 
give a number which tells you where the substring occurs, or will 
give 0 if it is not present. 

This might all seem gobbledegook, but try it to get the hang of 
the command, and you'll be surprised how simple and useful it 
is. After experimenting, youll probably find out that INSTR 
doesn't check for words of different case (capitals and small 
letters). So: 

PRfflT IRSTRC "This m a test 11 , " TEST " !> 

will print zero, as the word test r is in capitals in the substring, 
but lower case in the longer string. 

The command UINSTR, however disregards the case of the 
strings, so the earlier example will give the expected answer of 
11 if you replace INSTR by UINSTR. You can, in addition, also 
add a number to the arguments' that INSTR and UINSTR take. 
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For example: 

PRINT UTNSTR C " Thie is a test, so it is 11 , 11 IS 11 ) 
will print out 6 (the first occurrence of "is*} r whereas 

PRfflT UTNSTR { "This is a test t so it is", "IS" , 10) 

will print out 23 (the position of the 2nd occurrence of H is H ). The 
numbeT 10 tells the computer to only look at the big string after 
the 10th letter. In general: 

INSTR CBIQ$ v LIT l FLE$ p m 

will look for LITTLES after the Nth letter in BJG$, 

Don't worry if you don't follow this completely - practise, and 
you'll quickly become expert] 

TIME and TIMES: phew !! The last two commands - and 
about time (sic!). As you would expect, 

A=TTME 

stores the time in variable A, but in a numerical format, 
whereas, 

A$=T1MS$ 

stores the time in a readable fashion in A$, This is only really of 
use if you either set the time beforehand, or have a built in clock 
card. The TIME function, however, can be used to time how long 
a bit of your program takes. For example: 

Start of your program 



L0OO A-TTME 

— — The bit you want to time 



9000 PRINT CTTMErA) 

will print out on the screen hciw long it took the computer to 
execute the program lines between 1000 and 9000, Simple r eh! 

FINISHING OFF 

Well, I've made it, I 'm sorry if the above seems a bit of a 
muddle, but I felt 1 hud better complete the picture, so to speak. 
You now know as much as 1 do t so III have to watch what I say 
from now on and not let any errors creep in!! The accompanying 
listing is a short demonstration which saves a GR r 8 screen to 
disk, and then loads it in again. It should be easy enough for you 
to use the save and load routines within your own program, with 
very few changes - 1 hope you find it useful, Table 1 shows which 
commands I've covered, and in which issue J explained, or tried 
to explain, them! 

That about rounds things off for another couple of months so, as 
ever, all that remains Is for me to ask you to write Ln with any 
suggestions, comments, or programs you wish to pass on. From 
now on, I will have to rely more heavily on your ideas, so please 
do get in touch - 1 will do my best to reply. Finally my thanks to 
Andrew and Scott for help with the article. 

Write to GORDON CAMERON, 
c/o 13 Muir Bank, Scone, Perth shire, PH2 6SZ 



TURBO BASIC COMMAND SUMMARY 



i Command Usage Description Issue 



■ ■ 




Generates an entire line of * communis 


36 


1 




Bitwise OR (A OR B) 


39 


91(1 


AandB 


j-i, . jl |.pv , jl i ■ 1 r. r. | 

Bitwise AMD AND B, 


n n 
39 


I 


f 


LAB€L Stfs a label called LABtL 


37 


*B 


*BM 


Enahl&DisaUle BKEAK Kflry trap 


Th i n 

THIS 


*f 


m rr i 


EnAbta/Disablc loop conection 


inn 


L 


L[-J 


Enablft/Disable indentation 


Thlm 
1 PIIS 


BGET 


BP FT MU h ft. 


McifE5 d Dytes Trorri cnannei h ai a 


i ni^ 


ni n tri 

BLQAD 


ni fiE.n CM EV 

□ LOAD FILES 


Binary ioaa ivub opuon lj 




nrki it 

BPUT 


a bu y ji u i d 


Copies B bytes tn ch-aniiel N Uom A 


1 r||| 


BDI III 

BRUM 


Q Ft 1 141 Eli rt 

BRUM files 


Binary run {Uub option L - MUNr 




UnCLt 


tlnULt l.T ,Zl|,iifJ 


LiirciG at i jc.yj wicn rauii £.1 ano L£ 


id 


CLOSE 


CLOSE 


Closes all channels 1-7 


Tlit 


CLS 


CLS 


Clears Ihe screen 


3a 


DEC 


DEC(HEXt) 


Decimal value of Base 16 hexi 




DEL 


DEL A.B 


Delves all lines from A to G 


39" 


DELETE 


DELETE FILE$. 


Deletes file(s) 


3d- 


DIR 


DIR PATHS 


Displays filf pirEctpry 


JD 


DIM 


DIM AjNj.AJjN} 


Sets elements to zierG(A) or nuH<A|) 


Til i n. 

Tm_ 


DIV 


A 01V B 


Inieger division of A by B 




DO. LOOP 




Loop oefween Dy and loop - see article 


It. 


A A mfW LT 

DPEEK 


DPEEK(* r 


Same as PEEK(a)4255 rbEK{K+1 ) 


94 


DP0KE 


1-1. f-Lfm ur mm «j 

DPQKE X.Y 
DUMP 


Y (up to M&JbF sioreci iri x and x+i 




DUMP 


Display values Of all variables 


IT 


ERL 


FH| 

ERL 


Line where last error occurred 


98 


Emm 


ERR 


Value of last error 




EXEC 


■— ■ <u r~ n n w\ — i 1 m\ rife 1 W m 

EXEC PR0CNAME 


Executes procedure P ROC NAME 


37 


EXIT 
EX0R 


EXIT 

A EXOR & 


Exit from a 00. LOOP 
Bitwise Exclusive-Or 


36 

r-. 1-, 

39 


FCOLOR 


FCDL0R A 


j™i . r ■ i , i i jl 

Sets fill colour to A 


38 


FILLT0 


FILLTO X.Y 


Fills ares which contains yX.Y) 


38 


FftAC 


FRAC(A) 


Gives the fractional part or A 


39 


GET 


GET A 


Stores ASCII ol Key pressed in A 


Tfiis 


GO* 


.-. _ | j nri 

GQF LAB-EL 


Jump (o line wiin l ABcL. 


IT 


GO TO 


GO TO N 


Samrr as GOTO N 


J 1 


HCKS 


HEXl(DEC) 


Converts decimal DEC to Base 16 siring 




IF.ELSE.EHDIF 
ELSE 




IF (condition) THEN do snmelhing 
do something else 




EHDIF 








IN KEYS 


MKEYI 


Returns key pressed or null 




INPUT 


INPUT A|;A.B 


""I _ _ ___ _ L _■ ■ ■ ■ I X L_ FlEr i _■ mm ft _ __ . H 11 

Prompts with AS lor A and B 


¥ kJ#- 

t n is 


INS! A 


INSTR(AS,W(,C]} 


Find 91 <n A$ | starting a" L| 


l nis 


LIST 


LIST LINE, 


Lists lines from LINE to end ol prog 


This 


LOCK 


LOCK FILES 


Locks files on disk 


JO 


MOD 


A mod a 


Remainder alter A DIV B 


39 


M0VE.-MQVE 


MOVE A.B. C 


Copies C bytes horn A to B (- lor reverse) 


38 


□ N EXEC 


ON A EXEC B, CO. 


Execute B.CD depending on value of A 


37 


ON.. GO* 


ON A CO* A1,A2 


Gn ro label A1 or A2 depending on A 


57 


PAINT 


PAINT X,Y 


Fill area wtiich has (X.Y) ind 


3B 


PAUSE 


PAUSE X 


Pauses for (W50) seconds 


Thit 


POP 


POP 


POPs runtime stack lor laopi 




PHOC END 
PROC 


PR0C NAME .END- 
PROC 


Delines a procedure called NAME 


37 


PUT 


PUTX 


Prinls the character with ASCII val X 


Tliis 


RAND 


RAND (X| 


Gives p-random numter between 0 and X 




RENAME 


RENAME AS B$ 


Rename flle(s) A$ as BS 


36 


RENUM 


RENUM A,B,C 


Renums prog from A to become B wiih 
gaps ol C 


36 


RE PEAT.. UNTIL REPEAT UNTIL 


Repeals code until condition COND true 


36 




COND 






SOUND 


SOUND 


Switches oft all sound channels 


Thlt 


TEXT 
TIME 


TEXT X.Y.AJ 
TIME 


Displays lexl an graphics screen (X,¥) 
Return numeric value of doc* time 


3B 
This 


TIMES 


TIMES 


Returns string value tor time 


Thit 


TRACE 


TRACEt 1 


Will display lines as they run 


37 


TRAP 


TRAP LINENO 


On error, computer goes lo LINENU 


3B 


TRUNC 


TRUNC IA) 


Whole number part ut A 


39 


UINSTR 


UINSTRiAS,B$[.C||j As NSIH. tiul usi&e in^ender r 


This 


UNLOCK 


UNLOCK FILES 


Opposite of LOCK 


36 


WHILE WEND 


WHILE 


While condilion COND met code repeated 


36 



CUND..WEHD 



N.B. |1| Argumenls is square brackets denote optional arguments 

|c| I no .. Sjfniai inQicsies a viuCH qi [iragram, pemaps spin aver several 
different lines 
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Well, os promised I have given a list of BBS numbers to 
Les. This list gives you 16? telephone numbers, bond 
rates etc. in America lo choose from. Please let us know 
how you got on. Oh yes, an SAE for the list would really be 
appreciated. If you come across any good public domain prog- 
rams it would be nice to add those to the PAGE 6 library, 

A" TAR I have been pushing some new models recently that 
you may have heard of P the TT r Folio and Stacy. But 
when did you last hear of the ATARI Transputer Work- 
station? Sales have been slow but steady and sometime in the 
new year ATARI will be bringing out a new version with 'go 
faster' chips I have not heard anything official about the 8-bits 
though. However, one of our readers is busy trying to persuade 
me to upgrade my system to 320K, OS card etc. ] wonder, does 
Santa know how good a boy ] was this year? 

I am not sure about my 8-bit's memory but it would sure 
come in handy for me! Hands up those who heard about a 
disk controller for the 8-bLt that will allow you to run 1 MEG 
ST drives. Nice as this may be I wouJd much prefer to work on 
the 8-bit disk format than try to unscramble an ST file using FAT! 
Did anyone get to see the G.Q.S. cartridge? It sounds fun if you 
fancy a WIMP on the 8-bit. There is word of an American 
interface for ST drives that uses the parallel port, making things 
a lot faster. Still copying a disk that is 760K in size could be time 
consuming. 

Tfc nother Interesting titbit that 1 was told concerned the 
Z» 8:16 board that allows emulation of the PC as well as 
^ A Commodore and Apple All for $150! That would allow 
you to use Wordstar - if you are a masochist! Over here Simon 
Trew of Stevenage is supposed to have written a true 80 column 
device handler. How about it Simon, fancy giving us a review? 
Alan Norman from Hatfield, for one, would really enjoy it. I 
have lo thank Gavin Moran for all this information and yes P 1 
would like to see your system Ln action, I might even go ahead 
with the upgrades on my system. 

In issue 4 1 I wrote about a five line program that was sent in 
to us and said it reminded me of a child's toy which I could 
not remember the name of. Lo and behold, 
Derek Thompson fins a program published in the next isslu : 
called 'Spiro\ I believe the toy was a Fisher-Price production 
called 'Spirograph', Peace of mind at last. 

ecently I received a letter ftom a Mr, Thompson who 
■df took me to task over a paragraph about software 

houses He would like to see Raiders of the Lost Ark r 
and 'The Hobbit' appear for the 8-blt. I am not too sure when the 
next reader survey will be taken, but it would be nice to have 



another question included; "What program would you dearly like 
to see for your 8-bit? h 

W would like to thank those people who kindly took the time 
I to write to me with solutions about the 130XE keyboard.One 
solution came from John Hurdle who sent a copy of an old 
Atari User Mailbag page. This describes the problem of corrosion 
as teing caused by the 5V line feed for the function keys The 
solution Is to change a resistor and clean up the contacts. I will 
sort them all out and let you know how I got on. 

Arthur Morris told me that he thinks Edmund Blake of 
New Computer Express Is not really such a bad chap. 1 
did not know anything aboul this until I read it in PAGE 
6. I wish I had read the article but then I never knew NCF. 
existed. I will not get Involved in this issue but it is nice to see 
comments about dubious firms. Please let u$ know if you come 
across any shady dealers 

Sometime soon I would like to write an article about word 
processing. If you would like to help me out 1 would 
appreciate any hints or tips about Atariwrtter or STWriter 
I will be explaining a lot of the jargon involved so Les might split 
this article into two parts If so then perhaps hints and tips on 
other word processors would not go amiss. There are a lot of 
WP's being used now and I am sure that other readers would like 
some help, I often get asked about various printers but as I use 
only one {a Taxan Kaga PS 10) 1 cannot comment about others. I 
would be great if we could give you a nap to date assessment of 
current printers but, as the models change so quickly, this would 
be a massive undertaking 

This Christmas I am going to put my feet up and forget all 
about computing for a while. Unfortunately the new year 
will see me spring cleaning the computer room and filing 
everything away. I keep doing this in dribs and drabs but 
somehow I think a concerted effort in January would not go 
amiss, 1 hope that you have a more pleasant holiday to look 
forward to, 

There you have it, the last article written in 19B9 and the 
first published in 1990. It has been an interesting time 
for me but thanks to promotion and a career change, I 
have had far less time to spend at home with my computers 
than I would like. I found it all too easy to just lood in a 
particular game and spend a few hours doing very little, That 
game was solitaire cards and as it takes some thinking to 
complete it is amazing how time passes, 1 hope that all our 
readers had an enjoyable year and I hope that they continue to 
support PAGE 6 (sorry r New Atari User - old habits die hard) next 
year. Have a nice time. 
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CLEVER PLAYER BEAT DRAGON 




e G^M Htlp Rules ^petiil 



Anew dtek- based gam© 
from Activision? Well, 
not quite SHANGHAI 
was actually produced sever- 
al years ago but was not re- 
leased in the UK. Ironically, It 
wos manufactured in Britain 
and exported for exclusive 
sol© on the Continent, You 
might never have seen it were 
It not for Callista Computers, 
who have kindly imported it 
back again! The only slight 
drawback Is that the inlay 
card is panted in German! 
Shanghai is an ancient Chine- 
se game of strategy, memory 
and luck. It requires a collec- 
tion of 144 l Moh-Jong tiles 



title: SHANGHAI 
Publisher: AcMvision 
Price: £6.50 disk 
Players: Unlimited 
Loading 1 r 25 minutes 
Jtevjeweor by Paul Rlxon 



which are arranged into a pile 
called the Dragon. The players 
take it in turns to remove tiles 
from the Dragon and the 
game ends when there are no 
remaining tiles or no legal 
moves. The Dragon s con- 
structed from stacks of tiles up 
to five layers high. The players 
hove an overhead viewpoint, 
but can distinguish the diffe- 
rent layers by the colouring 
and borders of the tiles. A tile 
can only be removed if it s on 
tap of a stack and has an 
unblocked path to the (eft or 
right. Each of the trtes has a 
symbol, and the object of the 
game is to remove pairs of 
tiles having symbols that 
match. If you need help, the 
computer can highlight all 
the legal moves. 
Tiles are removed by n click- 



drawn In the highest resolution compete to see who can find 
graphics. the most moves. Time limits 

A generous helping of options from ten to sixty seconds are 



are accessed by a series of 
clever pull-down menus which 
are also ideal for amazing 
your ST-ownlng friends with the 
power of the B-bitl The file' 
menu Includes a save game 
feature, although it didn't 
seem fa work when I tried It. 
The L game" menu allows the 



mg J an arrow shaped pointer selection of four different play- 
over them, using either a ing modes for one up to any 
joystick or ST mouse. The tiles number of p ayers. The most 
are small but are very neatly interesting mode Is 'Chal- 



enforced and points are 
awarded for legal moves 
made within that limit. 
Shanghai is, in my opinion, the 
best non-arcade game I've 
reviewed in this magazine and 
*ul marks must be awarded to 
Callisto for transforming 
another 'game you can't get" 
into one that you can, and at 
a very reasonable price too? 
Very highly recommended. 




ARMS, LEGS, ANYONE? 



J 



CYBOR-STIEN is another 
B Ware release from 
the Daz" program- 
mers who were also responsi- 
ble for Darg, which is reviewed 
elsewhere in this issue. The 
game $ available on both 
cassette and disk, but you've 
got to buy directly from 



This time it appears that a 
mod Professor has got a wee 
bit carried away with his 
wacky experiments - and has 
token to using the nearby villa- 
gers for ingredients! Unfortun- 



ately,, he didn't ask them first 
and the remaining people of 
the village have infiltrated the 
Professor's castle and taken 
him hostage in protest. Much 
as you'd like to help rescue 
the Professor, it does seem a 
bit on the dangerous side for 
a mere hunchback servant 
called Gregor to deal with (I 
didn't write the piotN) so in- 
stead you decide to embark 
on his last unfinished project - 
the Cybor-Stien monster. What 
you've got to do is collect all 
the various monster parts from 



the ghost infected depths of a 
dark, dingy and devilishly dan- 
gerous dungeon I (oh dearl) 
Getting back to reality, what 
we have is basically a plat- 
form hopping, pixel scraping 
multi-screen arcade game, 
not unlike a dozen others I 
could mention. There are 
various problems to contend 
with as you search for the 
pieces of the Cybor-Stien. For 
a start, there are skeletons 
which pop up out of nowhere 
and are almost impossible to 
avoid. Then there are ghosts 
which are slightly more avoid 
able but just as annoying, plus 
laser barriers, locked doors 
and fire pits! The graphics 
aren't too bad although l J ve a 
feeling the author may be col- 
our blind, and by all accounts, 
stone deaf too! 
Cybor-Stien is an extremely 
frustrating game as you 
actually have very little control 
other whether your character 



survives, or not. There's no tell- 
ing when a skeleton or ghost 
will appear ana ihe lasers 
scorn equally unpredictable. 
The only way out is to switch 
into 'cheat' mode, where you 
become immune to the 
effects of all nasties. Even 
then, you can still get stuck in 
a no- win situation \ Having ex- 
perienced the ending, I ve 
certainly little incentive to 
bother with the rest of the 
game. Good luck to the villa- 
gens, that's what I say! 
Coming soon, we're told, 
from B.Ware are the Mutoids, 
Return of the Mutoids III and 
Alien Brain Eaters. Uurghh! 
Watch this space if you dare! 



Title: 


CYBOR-STIEN 


Publisher: 


B.Ware Software 


Price; 


S5 .99 disk/eoH 


Players: 


1 


Loading: 


1 minute cdlsk) 


► Reviewed by Pan/ fflxor) 
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TOP OF THE LEAGUE 



t r s described as "The foot- 
I boll game to beat all the 
I others' - and let's face it, 
'here have been an awful lot 
of others! But this one, Cognito 
tell us. is the ultimate' in foot- 
ball managerial games. So 
how does it differ from the 
rest? 

Well. KENNY DALGLISH SOC- 
CER MANAGER stands out by 
the fact that it relies entirely 
on the icon approach to play- 
er interaction. Right from the 
start you are faced with a 
series of symbols - some more 
obvious than others - and re- 
quired to n cllck' an arrow cur- 
sor over your chosen selection 



Title KENNY DALGLISH 

SOCCER MANAGER 
Publisher: Cognito 
Price: £8 95 cass 
Players: 1 

Loading: 19 minutes (cass) 
fleWewecf by Paul toon 



There are five choices on the 
main screen allowing you to 
enter the boardroom, pro- 
ceed with the game, load or 
save matches and decide on 
the amount of information you 
want to see later on, You may 
just want to see the final 
scores or you can view the 
full-blown h match highlights' 
with graphic gaol replays plus 
details of substitutions and in- 
juries as each match prog- 
resses- 

In the club boardroom you 
can quiz the chairman r Physio, 
Coach, Scout. Ban* Manager 
and Accountant for their 
thoughts on your progress. The 
principal options from the 
main playing screen allow 
you to view details of the 
forthcoming Mature and your 
current position in the 
eague, check the positions 
and ability of your squad, sell 
unwanted players and pro- 
ceed with the match. If you 




Choose the latter option you 
are asked if you want to 
change the players' positions. 
If you do, an overhead view 
of the football pitch appears 
and you can place the ten 
players wherever you want 
them to go (the goalie 
doesn't get a chdce, of 
course!). Depending on your 
earlier selection, you are next 
informed of the match result 
or presented with full highlights 
of the big event. 

I here are lots of icons to play 
with and Cognito advise you 
to adopt a b click and find out' 



method of learning how to 
play. The Instructions explain 
all the main options but they 
don't tell you everything. I ha- 
ven't mentioned the sound r 
and that's because there Isn't 
any - net a single beep! 
Perhaps an appropriate tune 
wouldn't have gone o miss in 
a ^full-prlced" release Still, 
overall it's a notably unique 
approach to o much ex- 
ploited game concept and I 
think that anyone with an In- 
terest in football will find SOC- 
CER MANAGER a worthwhile 
investment 





ON THE THIRD STRIKE 



Kixx is a relatively new 
label dealing exclusive- 
ly in re-fe leases. This Is 
good news for newer Atari 
owners as it means that they 
can now pick up some of the 
best US Gold hits at a fraction 
of the original cost. Acco- 
lade's HARDBALL is one such 
game which first appeared on 
the British market in 1986. 
Second time around, it re- 
mains one of the finest sports 
simulations In existence! 
Hardball Is a simulation of 
American baseball and it 
does help if you are already 



familiar with the rules as the 
instructions supplied are quite 
brief. The game opens with a 
selection screen where you 
can decide whether to play 
against the computer or a 
human opponent; either at 
home or as a visitor and with 
or without a designated hitter. 
From here you move on to the 
Manager's decision screen. 
This shows you the selected 
players for both teams with 
details of their positions and 
past performance. Below, 
there are various decision op- 
tions such as substitutions and 



position exchanges, 
Play begins with a screen de 
picting the pitcher, batter and 
umpire in excellent quality 
graphics, Underneath there's 
a status panel and, to the 
right, an Inset plan of the en- 
tire pitch showing the positions 
of batters on their way around 
the field. Using the joystick 
controls displayed on-screen, 
the pitcher selects a type of 
pitch from eight possible 
choices. He then decides on 
the location of his pitch and 
the batter must try to deter- 
mine a corresponding loca- 
tion of swing- The secret from 
the Potter's point of view is to 
try and predict the type of 
pitch he's going to receive, 
and therefore whether he 
should strike or not. If he hits 
the ball (it can take several 
attempts!), the screen switch- 
es to a half-split view of the 
field, allowing joystick control 
of the fielders as they try to 
catch the batter "out". The 



batter can decide whether or 
not to stop at the various 
bases, Again, on-screen 
prompts show you the possible 
joystick responses. 
The game is a delight to 
watch in the graphics deport- 
ment - the animation of the 
pitcher Is superbly done. The 
visual effect* are matched by 
several topical tunes which 
play at regular intervals and 
are interspersed with suitable 
sound effects of the nearby 
spectators, 

Hardball is another classic 
that shouldn't be missing from 
any games collection. If it's 
not in yours. nows the time to 
nnako amends. 



Title: HARDBALL 
Publisher: Kfocx 
Price: £2,99 
Players: 1/2 
Loading: 16.5 minutes 
Reviewed by Foul Rlxon 
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A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 



TOP 10 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



JOYSTICKS 



F-15 strike Eagle 


□ DC 


Smash Hits 7 


6.99 


Ms Pacman 


12.95 




. 7p95 


Spy vs Spy Trilogy ...... 


.— . .-i, j— 


Eternal Dagger 


14.95 


Joust „„ 


9.95 


Pro 500 black .............. 


14.95 




6.95 


Altsrnale Reality - 




Pole Position 


12.95 


Pro 5000 'Glow' 


16.95 


Blsck sL^mp Mm h4iHi hi h-i.+ih 


7.95 


The Dungeon *, M 


14.95 


Designer s Pencil .* 


9.95 


Cheetah 125+ ........ 


8,95 


Platform Perfection ...... 


4.95 


Rampage , 


6.99 


Donkey Kong 


12,95 


Konix Navigator 


12.95 


5t3T WS^S 


7.95 


Euro Super Soccer 


12.95 


Rally Spe&dway 


8.95 


Cheetah Star Probe 


14.95 


Kenny Dalglish Soccer «. 


7.95 


!W9r in H!u3-5ia 


1695 


Defender 


9i95 


Qui* Shot Turbo - 


14.95 


Mercenary Comp 


9.95 


Pit StOP l M I 1 . ¥ H 14 . II H . hi II . 


11,95 


Pacma n >. ..... .. ... .. ■■■■■ 


9.95 


Rapier Black ................ 


14.95 


Spitfire 40 


4.99 


USAAF Mlf »IBI*I4I 


16.95 


Blue Max . ■»■■»«■. 


14.95 


Atari Trak ball 


7.95 


Druid 


4.99 


Draconus 


9,95 


Galaxians ............ ............ 


9.95 


Konix Speedking 


9.95 






Trivia! Pursuit „ 


14.95 











TOP 20 BUDGET CASSETTES 



Pro Mountain Bike 2.99 

ChuckieEgg 2.99 

Ghostbosters 2.99 

Sub Commander 1.99 

Domain of the Undead .. 2.99 



Ninja Commando 2.99 

Footballer of the Year .. 2.99 

Living Daylights 2.99 

Football Manager 2.99 

Phantom 2.99 



Crackup 
River Raid 
Mi rax Force 
MadJax .... 
Cygnus X1 



■■ 



.. ..... ....i 



■ ■ ■■ ■ ■■ mmm mm mm 







1 .99 


Speed ru n ...................... 


2.99 


2.99 


Henry's House 


1.99 


2.99 


Forbidden Forest 


1.99 


2.99 


mm, y beX ■■ mmm mm mmm mm mm m mm mm mmm mm mm mm 


2.99 


2.99 


Pro Golf . 


2.9*9 



GAMES 



Cass. Dish 

Lead«rboard 11 95 

Summer Games 12.95 

Gauntlet 2 99 

Smash Hiis 1 - 7 leach) G 99 

Irving Daylights ,.. 2M 995 

Trivial Pursuil 12.95 14 95 

Mercenary ComperifJlum 9.95 12.95 

Spy us Spy Arctic Antics ... 4.99 6 99 

Swvs Spy Tfilagy , 8.95 9 95 

Fighter Pilot . ....................... 10.95 

AjIflG .riiMiPMiriiiicniiiMiiiiiiiiu 4i9(9 6.99 

Polar Pierre 4.99 £99 

Mr Robot 4.99 6.9B 

Itela LymL 4.99 6 99 

Hits Vol. 1 4.99 6.99 

Boulderdasb 2 2.99 6.99 

Arkanaid „ 9.95 

Trdbimr 9.95 

SdId Flight 11.95 

Silent Service B.05 11.95 

F-15 Strihfl Eagte &95 1 1 .95 

Spyhuntef . . . . — . — . . f: P9 

The Eidolon ri „,,„„,, .....i 9.95 

Mira* Force 2.99 a.9S 

Hii"..l(flr in ..I ui i .. i. u. tii.. .......... 4.99 13.39 

Fescue an Fratfutas 6.99 

&ai blazer &.99 

Rampao* B.99 

Shoot 'am Ups 4.99 

Platform Perfection 4 99 

Spindizzy 2.99 S.99 

I nternalionat Karate &.99 

Touchdown Football G.9G 

Spltrira 40 4.99 6 99 

Draconus fi- 95 9 95 

Druid 4.99 995 

Brian Hough's Football Fort. &.95 1 2.95 

Pooyan 4.99 4 99 

American Roartrace 5 99 

f>1rip Poker 6.99 

European Super Soccer , 9b 1 2 95 

Hard Hal Mac 4 99 

New York City ■ ■ .... ■ .... ■ i^i 4 99 

Crumhlas Crisis 4 99 

Freaky Factory 4 99 

51 3 r cj i i k F" » i jr>i«iiMiiiMiiH4iiBi 4 9^9 

Pftppla2 . 4 99 

Laser Hawk 4 99 

Colossus Chess 3 4.99 

Sidewinder ,„, 4 99 

Joe and in* Nuclear Caverns .. 4.99 

Nuclear Nh* 4 99 

Knockoul Boxing 4. 99 

&unslar 2 99 

Culhbert Gopk Walkout 2.99 

F<jrt Apocalypse — — — — . . 2.99 



1 GAMES 




Cass Disk 


Tomahawk 


11 95 


Pi nba.ll Construction Kit , . 


995 


Music Construction Kit 


9 nb 


ADVENTURE STRATEGY \ 




Cin, Dtrit 


Ballyhoo 

Hollywood HIHntK 


9.95 


9.95 


Jin Sftff r ii-n i tin i inn iiiii iiiiiiijiii 


14.9S 


Thj' Fawn 

■ 111. P D II 1 1 


1495 


Lancelot . 


11.95 11 95 


TinB & Magik 


11.95 n.ea 


Lurking Horror 


11.95 


Ingnd's Back 


11.95 11.95 


Guild 01 Thieves 


14.95 


Knight Ore 


11.95 11.95 


Ctoafc of Death 


2.99 


The Gulden Baton 


2.99 


Alternate Reality City 

Alternate Reality Dungeon .. 


14 95 


14.95 


Gunslinger «...,.»,.. 


9.95 


Eternal Dagger 


14.95 


S.ii gon :} Chess 


14.95 


Theatre Europe 


11.95 


War in Russia 


16.95 


Carrier Force 


16.95 


Bailie of AntiBliffl 


16 95 


Farmer Grenadier 


16.95 


Batliecrus^er 


16.95 


Warship 


16 95 


Meth Briaade 

Colonial Conquest „, 


16.95 


16 95 


Sons ot Lloerty 


16.95 


221 B Baker Street 


9 95 


Jewels of Darkness 


11.95 



Vietnam 9 95 

Conflict m Vietnam 11 95 14 95 

Crusade in Europe 11.95 14.95 

Decision m the Desert „ 11 95 14.AC 

ColOs&uS Chess A 8. 95 12.95 

Kennedy Approach 8 95 12.95 

Hawkujuesl 16.95 

Cutthroats 9.95 

20fh1 9.95 

Spellbreaker 9.95 

The CouiH — . — . — . .... — 4.99 

Pirate Adventure 4.99 

Scapeghcsl 12.95 12-95 

Scott Adams advenlures on cassette at 
£2.99 each - prune 



XL XE CARTRIDGES 



MiSSiK Coin ii u ud 


9.95 


Donliey Kong 


12.95 


Don*ev Kong Jnr 


12.35- 


Penoip 

Dkj Dug 

Pole Posilion 


unsiri 


12 95 


12.95 


9| A. II _ 

\*m piwU v ... ...... . .... ... 





XUXE CARTRIDGES 



Typo Attack 1 2.95 

Star Raiders 9.9S 

Skywriter 9.95 

Star Racers II 14 95 

Loderunnw 14.95 

One on One 6as*etbail 14 95 

Batlle^Dne 14.95 

David's Midnight Magic (Plnball) .. 14.95 

Archon 14.95 

Rescue on Fraciulas 14 95 

Baliblazer 14.95 

Blue Max 14 95 

Defender ■<■■■■■*■■■»*■■■■ 9-95' 

Gaiaxlan 9 95 

American Football 9 95 

Tennis 9 95 

Moon Patrol 12.95 

Ftabotron £084 12 95 

Ms Pat-man 12 95 

J o ust <r. ..1. .............. mini i. ......... 12 95 

final Leyacy 12 95 

M B 4^0 m iiiiii iiiii i i in i i inn iiiii i iiiii i mil i 8 S5 

RivL^r Raid 8 95 

Mega Mania , .. 6 9b 

Dread nought Factor ..,„.„,,„„,„.,.,, B 95 

Pitlall 2 3.95 

Designers Pencil 9 95 

Rally Speedway mr , a 95 

Miner 2949er 8.95 

Mr Cool 8.95 

F astern Front 194 1 8 95 

Food F ifl hi 8 95 



UTILITIES 



ROM Dill 

Mini Office II 18.50 

Atari writer 29.95 

Atari Writer Plus 29.95 

Macro Assembler 19.95 

Microsoft Basic II 19.95 

Silent 8utier - Personal Finance 16 95 
PlaneiarUim 16.95 



BUDGET CASSETTES 



RocMord 2.99 

System 8 Pools 2 99 

CrHien Berel 2.99 

tiMK Simulator ... 2 99 

Phantom „. r ,„„ P .„. r ,„ 2 99 

Trarvsni ulor 2 

Panic 2.99 

On Cue 2 9*9 

Pro GOlf 2 99 

Jocky Wilson s Darts 2 99 

Little D*Vil 2 99 

Screaming Wings 2 99 

□orrwn oMhu Undisad 2 99 

Survivors .. 2 99 

R ti d M ax .. . ...... . ...k:. . .... . . .... . ....... ..... i 2 99 



BUDGET CASSETTES 



Nucleus 

Up. Up & Away 

Cygnus XI 

Revtngc 2 

Last V8 

Grand Prix Simulator 

Footballer of lha Year 

Mr Dig 

180 

Whirrynurd 

Warriors of ftas 

TlpMr ™«.r ,n... 

Twilight Worio 

Death Race 

Pro Mountain Bike Simulator 

Spell hound 

2ax*on u . 

Super Zaxxon 

Mad Jax 

War Coptor 

Space *^ a r s ■ . . ■ . ...... 

Speedrun 

Astrodroid 

Invasion 

Daylight Robbery 

Spooky Castle 

Molecule Man 

Forbidden Forest . 

Cops & Robbers 

Pothole Pete „.,,, ,. 

F(suri 

Crack Up 

River Rescue 

Crystal Ra.de r 

S't 0 C PK1 ... . . ■ ■ ■ . . .... . .... . i ■ _ . . . ... 

Gunlaw 

frenesls 

Aclion Biker 

Desmonds Dungeon 

Leapster 

Special Denvery 

Joe Blade 

Double Trouble ...... 

Tanium 

Powerdown 

Grldrunner 

California Run ........ 

Sub Commander .... 

Dawn Raider .......... 

Soccer , 

Bomb Fusion .......... 

Periscope Up 

Ll'iiZy O^ce . 1...1 1. ...... 

Milk Raca 

WinlerWally 

Monkey Magic 

Kick Start 

LA SWAT 

Stratosphere .......... 

Rogue 



2.99 
?99 
2.99 
2 99 
2 99 
2 99 
?99 
299 
2913 
^ 
2 99 
2 9S 
2 99 
2. 99 
y 99 
2.99 
2.99 
2.99 
2.99 
? W 
2.99 
2.99 
2.99 
2.99 
1.99 
1.99 
1.99 
1 99 
1.99 
1.99 
1 99 



.99 
39 
90 
.99 
.99 
1.99 
1.99 
1 .99 
1 99 
1.99 
l 99 
1.99 
1 99 
l 99 
1 99 
t.99 
1 99 
1.99 
I Jl - 
1.99 
I W 
1 9^ 
1.99 
1.99 
l 99 
1.99 
1.99 
1 99 
1 99 
1 99 



FULL RANGE OF ATARI 2608 CARTRIDGES ttt STQCX 

219/221 Cannock Road, Chads moor, Cannock, 
Staffordshire, W311 2DD i^mm 
Telephone (0543) 46B577/B/9 Fvl 



Add 5Qp lo orders less than E 5 00. AH prices correct it 
lime el go in 9 to press. Access or Visa orders welcome- 
Please add £1 per ilem lor overseas 

Plene mats Chiquei or Pnrlai Ortlsn payahit to. 
^WILES IETTER SOFTWURP 
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OFF YER BIKE! 



I n the past, Alternative 
I Software haven't been 
1 noted for producing parti- 
cularly exceptional games. 
Now, It seems, they've sud- 
denly upped their standards 
and produced o package 
that could well become a 
major hit In the budget 
league. The name ot the 
game is PRO MOUNTAIN BIKE 
SIMULATOR and, as you might 
have guessed, it J s a simulation 
of cross-country cycling, 
The general idea is to guide 
your cyclist over a series of ob- 
stacles - logs, holes, racks and 
swamps - without allowing him 
to fall off . You race against 



Title: PRO MOUNTAIN 
BIKE SIMULATOR 
Publisher- Alternative Software 
Price: £2.99 cassette 

Players: 1 /2 
Loading: 14,5 mins 

Reviewed by Paul Rixon 



either a computer or human 
opponent and the wnner Is 
the first to reach the finishing 
post Controlling the bike re- 
quires skill and practice as you 
have no fewer than eighteen 
gears to select via joystick and 
trigger presses. The trigger by 
itself makes your cyclist jump 
off his bike and you must then 
waggle the joystick - Decath- 
lon style - to walk him past the 
rocks and logs. If you should 
forget, he flies spectacularly 
over the handlebars and ends 
up In a big heap! 
The screen is split into three 
sections with the middle one 
housing the necessary status 
indicators for each player. 
Above and below this panel 
there are two independently 
scrolling windows giving 
each alayer their own indi- 
vidual view of the proceed- 
ings, from a side -on perspec- 
tive The graphics are. gere r 
ally, quite well done. On the 




audio front there are two 
good tunes which liven up the 
opening screen and main 
game. Like mast tunes, they 
do become a bit of a nui- 
sance after a while and unfor- 
tunately. It doesn't appear 
That you can turn them off (no 
pleasing some peopiel}. 
There are various options on 
the opening screen which you 
select by pointing an arrow 
cursor at a row of symbolic 
Icons. "Night mode' causes 
the display to almost totally 
black out. so you can't prop- 
erly see the obstacles or pos - 



tion of the bike, There are two 
alternative courses to choose 
from but if you don't like those 
supplied you can design your 
own using the in-built course 
editor. Layouts can be con- 
to be as simple - or 
- as you like and 
saved to cassette for subse- 
quent use. 

Pro Mountain Bike Simulator 
seems to have lots of good 
features and rm pleased that 
Alternative are continuing 
their 8-bit support with some 
good quality software. Let's 
hope there's a more to com©. 





SCOOPING UP CRYSTALS 



You may recall that 
B, Bytes - the Hinkley- 
based computer deal- 
er - recently decided to drop 
some of the inferior brands of 
micro In order to become an 
Atari specialist. Not content 
with stocking other com- 
panies' products. B. Bytes have 
their own software label and 
the good news is that there 
are several new releases lined 
up for the B-bit 
Perhaps 'new' isn't quite the 
right word fo use as far as 
DARG is concerned since it 
originally appeared in 1987 as 



a pre duct of STV Software 
(where are they now?). Darg. 
the character, Is a space alien 
who has crash landed on 
Earth and r quite naturally , is 
pretty keen to get bock to 
where he came. Darg needs 
energy crystals to power his 
ship back into action and if s 
your job to help him collect 
rhem. Maybe you wouldn't 
have volunteered had you 
known that, by a remarkable 
piece of bad luck, they are all 
buried on the site of an Army 
ammunition dump! 
The plat is o reasonable ex 



cuse for what turns out to be a 
fairly straightforward "Boulder- 
dash' spin-off. You control 
Darg - who can only be de- 
scribed as a very irritated f lore- 
scent yellow tadpole - as he 
darts around each screen, 
scooping up the blue crystals. 
As in Boulderdash, each 
screen presents a part cular 
logic problem that takes more 
than a second of thought to 
successfully conquer. You 
have to be quick though as a 
time limit is applied in the 
guise of an ever decreasing 
air supply. Darg can also get 
killed by falling rocks and ex- 
ploding bombs and gas can- 
nisters. The trick is to use these 
to your advantage, so ttiat 
you can get to those crystals 
that are seemingly out of 
reach, 

There ore twenty levels in all. 
each graphically similar but 
clearly defined and posing a 
unique and challenging prob- 



lem. You can practice the 
screens individually if you like 
since B.Ware - as if to put the 
Tipster out of a job - have 
kindly printed a method of 
chealing with the instructions! 
The sound isn't too special, 
but it's considerably better 
than some of the other games 
I've come across recently. 
Don't expect to find Darg ot 
your local computer store as 
you can only buy it directly 
from B. Bytes - on disk or. by 
special request, cassette 
Reasonable graphics, accept- 
able sound and a papular 
theme - not a bad little game 
really! 



Title: 


DA*G 


Publisher: 


B Ware Software 


Price: 


£5.9? diik/cass 


Players: 


1 


Loading: 


1 minute {disk) 


Reviewed by Paul Rixon 
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XL/XE TYPE-IN 




ot Rod Raider is p machine code driving game 
for 1 or 2 players requiring 1 or 2 Joysticks as 
appropriate. As Player 1 yon control the white 
car by using a Joystick inserted into Port 1 and 
attempt to amass points by disposing of as 
many enemy vehicles as possible before being 
destroyed yourself. You can choose between firing bullets, 
rockets or dropping oil on the road. To fire a bullet press the 
joystick trigger. To fire a rocket push the joystick forward as 
you press the trigger. To drop oil pull back on the joystick as 
you fire, You are limited to 20 rockets and 10 oil drops. You 
have an unlimited supply of bullets. Your lives are not 
unlimited - you only have 1 - so make the most of it! 
To accelerate push the joystick forward arid to decelerate 
pull it back. Move it from side to side to steer, 

In the 1 player game the computer controls the enemy 
vehicles. In the 2 player game Player 2 controls them by 
using a joystick Inserted in port 2, Pressing l he trigger fires 
the weapon according to the vehicle on screen. The joystick 
controls speed and steering like Player I but Player 2 only 
has 2 speeds whereas player 1 has 3. 

On loading the title screen displays. If no game is selected 
after a minute or so the Demonstration Mode comes into 
play with the computer showing game play. To select a 1 
player game press joystick trigger 1 whilst In the Title or 
Demonstration Modes, For a 2 player game press joystick 
trigger 2. Flay commences immediately. 

Happy firing ■ and mind the lamp posts! 



IV PING IT IN 



Cassette and disk users should type in Listing l . 
SAVE or CSAVE a copy, then RUN the program. The 
program will check each line of data and inform 
you of any errors. Correct any errors and RUN the 
proa ram again until all errors are eliminated. 
When this is done answer the cassette /disk qui -s 
Hons accordingly to create a boot tape or binary 
disk file. 

To load the boot tape remove all cartridges then 
turn on the computer while holding down the 
START key (XL owners should hold down OPTION 
as well). Press RETURN and the tape will load and 
run automatically. 

Disk users should type in Listing 2 and save it on 
the same disk as the binary file created by l isting 
1, RUN the Listing 2 program with the disk in the 
drive and the game will load and run automatic- 



Note for disk users: If any other programs have 
been used prior to Listing 2 being loaded it Is 
recommended that the computer be turned off and 
on again before Listing 2 is loaded and run to 
ensure that the game isn't corrupted by any data 
left in memory. 



Bill HALSALL'S ALL ACTION 
CAR CHASE GAME FOR 
ONE OR TWO PLAYERS 







Listing overleaf 



TAILS OF ENEMY VEHICLES, 
THEIR WEAPONS AND POINTS 
VALUE 



VEHICLE 


WEAPON 


POINTS 


RED CAR 


NOTHING 


10 


BLUE CAR 


GUNS 


20 


YELLOWCAR 


OIL 


30 


MOTOR 8 IKE 


ROCKETS 


40 


TRUCK 


GRENADES 


50 
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HOT ROD RAIDER 



CS 


1 


BEH 




PG 


2 


REM 


n 


i r 


3 


REH 


tt 


LB 


4 


REH 


if 


HQ 


9 


REH 


H 


5H 


6 


REH 


tt 


l-I 


7 


REH 


tt 


CZ 


S 


REH 




HQ 




REH 




ur 


19 REH | 



HOT ROD RAIDER 

Ml 

Dill Halsal 1 



» 

13 



he h flTiRT USER February 30 tt 



000 r r di'i ' sjh .ii i: r en 



HAKER - 





an 


fll 0 C HA C d 


Z IN 




BF 42 REH 

Jfi 44 MM DAT* 11881 fc HEM 122 1 : RESTORE 46:FO 
R H=« TO 22: REAP H : HEM IM> =H : HEMT tftPA* 
4=4 3 TOf AL£4: TRAP i#tf H CHECKXHG DATA" 

CM 45 LIHE=?i 

el 40 data 4, i r i H 1 ,4,s„* F 7.4, t.e.iieia.ii 

8* B * 10,11,12,13,14,15 
OH 4V LEHE =LIHC+il r LINE * READ OAT £ : IF LEH 

CDAT$)<>98 THEM 76 
11 it 0ATLZIl=FEEti<1431 *PEEK C1B41 *ZS6 : IF O 

ATLIHOLIHE THEN ? "NfSSlHG"j CHR* 13*3 J 

: ! HO 

HA 52 FOR K=l TO 69 STEP Z l 0 1 " A < OA T 4 (N j 

HI 1 -4fl :D2=ASC C DAT 5 ( H+l , W+I3 J -48 :BYtE=H 

EPf EDll*16*H&K <BZl 
CR 54 IF PASS THEN PUT Ml, BYTE : HEM T K:Hrfl 

D CHKSUNl&OTQ 4B 
DO 5* TOTAL - TOTAL *BVTE ! IF TOTAL>999 THEN 

T0TAL=TQTAL-10BB 
TS 50 NEK T It: RE AO CHM9UMI IF TOTAL OCHKSUH 

THEN 76 
UO 60 EOTD 40 

TO 62 IF PEEK C1»0> <>6 THEN T "ERROR "|PEE 

K [11S1 ;CHRS 12533 : END 
SO 64 IF PASS THEN FOR K=l TO 43: PUT B± . 0 

: HEHT H : CLOSE HI ! END 
PF 44 T «t&> ISC OR C T J APE 1 1 t G 0 5 L E 00 : IF 

ASC C"D"J THEN 7 0 
R& frB ? "READY CASSETTE AND PRESS RETURN" 

:OPEN Bl, S, 120, "C : " : SOTO 74 
IF 74 T "READY DISC AMD PRESS RETURN" : COS 

UD 00: IF KOl55 TflEN 70 
AO 71 OPEN JUL j fl > 0 > " D [HOT RU D , OBJ" 
HH 74 PA5S = U LXHE=99 : RESTORE 144 i TRAP 62: 

GOTO 44 

FT 76 ? "DAD DATA" 1 ; C H R $ C Z 9 3 ) I EM D 

ZM 7? REH WWtEI KEY HQU TIREN+H* 

GO 44 CLOSE ttl : OPEN ttl , 4 , B , "K : " : SET Hi t K S 

CLOSE ttl : RETURN 
AL IBB DATA 881 ABBZB2424 A9444D2FB2 A93C6D8 

ID I Af'OOfl 0 E 78 2 AS 0 E AS 3 80DE882858FA92S858 

AA928858B186e4CBB224446< R44 
HP 141 DATA 00OOBB78787B42B88742264 ?42S00 

7C2B04764C4iB2H252525252525B542BB87427 

88742A8B 74288874 1382848 ,923 
HY 182 DATA A5C A49BC6DB AD4BD1BDBB5C A684B A 

SB IF flSE A986 fl SB 1 C 6 B 2 AS B2 2 ¥83 S5BZ8 RBA8D4 

SD4C98CDB49AD48Z838E92B ,314 
EH »I OATA BD48Z0BB8JCE41ZBAD4128C918DB3 

4AD4 42 BC 92BD82DA91D8 D4 1 2 OA 7 E 8 8 D 4 8 Z! 8 A P B 

AD21B11A284BO0S219BAC1I , 994 
HJ 144 DATA 9D9417C A10F44CC A20A9aa A2859D A 

411909T17CADBF7A9B4BSCAA9S98D8ea2A92*8 

DOlR24C62E4e880e888887C , 54 1 
IL 144 OATA 7C-FE PEC4 7C" 7C 7C FE CBF E 7CBBB8B8B 

• 1 B 182 BBC A AS 2 7C 3 S3 B7 C 54 1 Bl 88 888 88 3 C 7E 7 

E4A24FFFFFFFFFFFFFFFFFF, 27B 
IZ LBB OATA F FBB2 87 C F E FE C 6 7C 7fcFE F E C47C OB8 

0 B B 8 B 08 2B7B782B3B4B1 BOO 1B1B3B3B3DZ-CI? Bfl 

8101 O0O08O88B884B241E4C * ¥47 
RH LB7 DATA 7BE22E5F2 A74B14535BB922B4814? 

0lBBBB««B*«i9H&AZl4A14»lClSaOBBO8eoe88 

BBBBBBBFF8BBBB8B8BBBBBB , 16? 
ZU 144 DATA CBC4C4C0FFC0C8CBCSC3C3C3C 3C3C 

3C3FFFFFFFFFFFFFFFF AflBEF F ' I r I T I Ft FEFEF 

E FEFE F E F E FCFE A ABEBFBFBF » IBS 
AJ 14f DATA BFBFRFBFBFBFBFBFBFBFBFFFFFFP r 

F B 8 8 8 B BBB A A A A A A A A B B B B BB B BOF 7BPD7FDDF 7 7 

DF7DF77F7DD777FODF777DD*39B 
9J 114 DATA 70770D7 7D77DDFF 7DD77F0770FF 7C 



44624 tS2r2B25SI34 141810,2 
AH 111 DATA 181BlBBBBBD«D0aeeBiQlBieiBiLBL 

B2B2F Z 4ABB4 12 IF 24BB37BB2 8212C33Z12CZC4 

4I2Z1Z9 £4Z4IZ4BB»BBD044 J 9 
NH 112 OATA 11191 8 1 SBBBB2 7 Z 1 Z D Z 544 ZF1B2B1 

2 a BA4441 424 34 74 1C04FHCBC1 2 5 E 1 2 B 2 B 1 8 4 B 

8 84FFFF8±FFaiB4B3B6B2B6 x 43 
AT 113 OATA BlBl4lBZ4l4lBl4l4l42t6iaaaaB2 

BiaaaaaaeaaF4 3Ea4aa3EF4eaiB646 42BiBB2 5 

4DBAZBBBD2FB2BDBBEB9DBB, ZB5 
JS 114 OATA 84BP88El9Dfr8494D4QE29D4BBABO« 

BE39D3BBBEBDBESBDSa 21SD0a08E0E07SD0F5A 

9S8BOF4B2A2B8aASDS0B7EBp 47Z 
GV 11B OATA 64FAB04A119DZB474DEI21f 047474 

0EC21SD5a47BDF521SD6FB7B0FE21907SB7B0B 

?ZZJB*7B7BD10Z29DA0B?BD,769 



014 



MM 



5R 



OE 



HZ 



116 OATA 1922?DBFB7BDZ2Z29DDaB7EBEBe?D 
BC5A?BCBD8 7D4 A 74 26D 1DDOA9BOA2 8D9DFFCF i~. 
40«r iftfi^tHUB&hF 02A204BDD0, 303 

117 DATA Z1SDC48ZCA14F72BA423A9&4A8BB9 
1 C AC AD OF BE &C 1 A6 C1E81ED8F3ZBAA23A9BBB5C 
ZAZ«5A5CZACBDD291CACB91 J S77 

114 DATA CBCADBF3E6C2A5r-7n-lAKbAESE6ClA 
5C1C91EDBDDA^DOB6C3AOBF2BB923C8CBI TDAi 
4 A 90 1 BSC 3 ABB C2BBS23A81A , 

119 DATA Z4692Se6CSASBD2BB92JA01BZ8D9Z 

8CB23EBC3A84428CCZJE OC 1 j 941 

12B OATA A4AB2BCB23E6C3AOD3ZBC6Z3A28BB 

D 64 i a 9 D CB1DBD0011 9RC B1EE 404F 1 4 CE 32 3A9B 

BBSCBA91«B5ClftBASC8 1469,584 

1Z1 DATA 2485CBSea2E6ClSBZBA4ZtA10BASC 

391CBZBAOZ3EBEflS9D4F4442aA42 3A9BB85CZA 

SC3?1C8AZ80Z0ADZ3CADBFA^4B2 

122 DATA «C204F4bftA93B8D308ZA9Z04D3Jl4 

Z A 92 A6 DZF42A9644Q61Aa60 A22B A 9B 7 Z B9CE4 A 

-M-flUDfl! D4a9BBBDBBD2A9B3 H 493 

121 OATA 0DaFD2 AD8F86F83a A9C0005-* ioA97 

8aD4EZ0A9AD0D5!7nei7UB^ElfiliD50B7FD72B7F88 

49414BBOSE0Eaa6D6EEA2 88^58$ 

124 DATA BD5BB79D7^B^e.BE0B6D8F5A9O8AZ8 
F 9BBB9DBB06 CA10FBA988AZ 8^ AF A A 
9B38SCB85D8A96744B2A914, 28 

125 DATA HSC5A9eA85C6fl^SF4SC7ASa'flAA9D8 



44 2FBO 9 AOB5B2 F 88 3 4 C Bl 24 j TBB 
TV 1Z6 DATA C6C684C4 A98BBD34Z88O4E2B60412 
4 A 9 IB A 28S9DS887C A 1 8F A A JE 44044ZB A9 10B04 
12BA28FBD 1 8Z 1 9D 3 C OE C ftl 4 * » 34 
HH 127 OATA F 7A94C40C8BZA97BB5B3BDB8O4A94 
BA2 B78BC990128BCA 1 BF AZ8C 1 24B0 1 ED84C 1 82 
7A9BeA2BB9P448EEBieFAE6, 1J0 
BS 12B DATA C9285B25 A914401EO8B4AO91BEO88 
4ADEF4ED6416e2ftE12468A288BDDlB£9044BEE 
6EB7FDBF5C6B7Z8F6244aA2 d 61S 
PY 129 DATA 7 F C A B Dfl 88E 9D 8 1 BE E88BDaF5E6B72 
BF6Z468AZ88BDB18F9D64BFEBEB 7F D 8F 5 € ^-8- H-f i- 
AA27FC ABD088F9D818FEB8B, ZZ8 
TH 138 DATA D 8 F 5 E 6 64 6 6A 2 OB BDB1BF9DBB BF E BE 
87FD8FSCBB9S8A27FCABOB88F9D44aFEaaaDBF 
5E6B968A6C9E888D8B72044, B35 
AT 111 OATA 2BA28B8BC9B01286 85B0AAA9784EB 
4BB81B8A5CB187D3FZZB8C84D14B61B69B1B01 
1BSBO 38 2 2 BOC14 ZfiO 19 22SG > 4 3 7 
UP 13Z DATA 474D2422A6A6fl7B9EBZ8FB8?90»Afl 
EEBC404F4A988BSBBB8A888AD8 AD 7 Z »A A AFE1 
286CBC8B4D8F2A288BD12 04 H 1Z9 
TH IIS OATA Z94I901246EBEB8BDBF3A08AP729B 
7AAA9B4 9 Ol 2 86B8 ABB AD#2 BAA 7 B B 2 2 9 8 4 D BB 3 2 
B 18 24 AO 74413 96BO0O 3 20 10,182 
LI 134 DATA 26AD788Z29B1D4B32B2 A26 AD7B87? 
94 2O40 3 2 8 3 3 2 6 6 B A 5 B 3E8 J BF 8 BBC A06B3 8E88B 
8B8A6B3E8CBF8BBE0BBB3BE t 172 
CK 135 DATA BBD058 A5C7C9 I « I H»ZC0C76BA5C7C 
f IF F042C BC 768A5BBD82 8 A D 7 9 BZ 2 944 DBB328 6 
9ZBAD790Z29BBDBB32B7^Z^ F 2S4 
RH 136 OATA A07»2»B1DOB32B8326 AD7902»4 
^aaB32BBD2S60A604E030F00B<:A04B48EBlOBB 
0ABB4EBCBF08BEB8BB4BEB1 j 197 
KB 137 DATA D864 ABC^CrD 1 B86F0B2C6CB6B A5CBC 
0 1 144F 44 ZEOCSBB A 988 A A9D888FE B 18F Ad A 9 DA 
1B6EBEBB4DBFB8D87D2BDB6. ZD? 
SA 13B DATA OZ4BBF40A940AA9DB88FEB18FA8P* 
S86BD06a6BDB7a68D85D2BDB4 D 24 6BEB0 AO 9 1 B 
FDBB6ADEF4F044L44Z4972B , IB 
LU 139 DATA 6 8 AD1B8FDBBB AD6B4FD0B16B2BBZ2 
644ABC4F449A4BDC82BF92B4BOBFAB8A3 , *4t;Af 
E5887BD5887C91AD88 3aiLa J 266 
14B DATA 90V447EBBBDBECB8A9B1BD1C4ZASC 
4 D 8 BB ADB48Z2D85BZDB834C 4E 24ADBF86F8034 
C4E24 AB0BB5B ADB7C ADBCB6 H 64 2 
141 DATA D 8 7 7 A D 8 C DBF 07 2 2 9B2 FB6EA6BD AD 8 
AD229831D492ZeDBEB6ADBAD229B31D4E27l»DU 
D46A9a6aDBCB6A9648D88DZ^a90 
UD 142 DATA A 9 6 5 8D B ZD 2 A 9 A A 0 DB 1D2BDB3D2 AS B 
78A38Br2B0B2B204B262Ba5252aa5254C8FZ72 
4lB2624142S2aiB252B1025 H 9B5 
HO 143 DATA ASH 3 3 BE 5 84 98 8 C A 9 04 3 4 E D BE 8 6 8 B B 



0/68 A D BS D 8 2 98 3 D 83 FAD8DDB,-5 74 
CU 144 DATA 2 94 4 F4 BAA 5 BC C 9B5F0B6C985FB ID D 

€2 12BB226AD8ADZ104829421B69FFaDeE86A91 

B4DBBB6BD1EDB4C1 A2B20B2 , B7Z 
SJ 146 DATA 264CFa27AS64aD89068DlED84ClA2 

8 2 8EB26 A92BB5BBBB1EDB A9444DB9aBBDBBB6 A 

88BABB74934249baaaEE8CB^421 
VJ 146 DATA C B 1 B D BF4A5BADB7 9 ADA 4D829B3D OS 

6 ADBCD 42 944 F 46 B AS BDC 981F 88 AC 982 F821C 94 

IF B?BDB2t 289726 ADBAD216, 
FM 147 DATA 532982 18&9FF B&#O0BA9l*BD8A868 

DlEDe4C972BA9644D44064PlEOB4C9728Z8972 

44C7BZ BADB48BC 9 18388880 M 712 
CZ 148 DATA 1ED84C97282897268D II PBA9CB85B 



continued on page 48 
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FOR SALE 



JCE SYSTEM: 13QXE, 10M wirh 
U.S.Doubler 410, Touch Tablel, 
Replay, joys-licks, poddies 
kBypads, bb disks. 1apes & ROMs, 
f 35 mags. Da Re Atari, Roy. Map- 
ping The Atari, 400i'@0O manual, 
titer book*, disk bones. Ofier* 
ewer £275. Al&o Acorn Electron 
gyslerrL. £50 o.n.o. Tel: 
0 J32 942547 after ^prr 

XL SYSTEM: fiOCXL. ' 05O disk 
drwe, 4iQ cassette recorder. 2 

(QyStfcks over £3QT> wortfi of sotl- 
wars, Inducing Touch Tabiei with 
Atari Mat, Assembler Editor, Fi5 
Slrike Eagle. Silent Serviue ufo 
All leads, manuals ard book* ri 
chiding Programming TT*e 6502 
and Atari Sound S Graphics. Atari 
User and Page 6 magazines, all 
ganas software boxed, in excel- 
lent condition All for C1 70 o.n.o. 
Phone: MeMon Mowbray 
(Ufiq-GBBB? ahw 4pm 

XL SYSTEM : BtHKL, 2*1050 
drives |1 with Happy board), ever 
100 dtsks (all boxedr. Basic len- 
puag* booh, manuals, magazines. 
2 joystick*, £200 o.n.O. jWill not 
Spld or deliver I Phone: Bradford 
(Q27*)-B33923 afler 6cm and ask 
Pew Lee 

XE SYSTEM; 12 

Datacorder, joystick, manual and 
software including Tnvial Pursuit, 
Sob Rughl, etc, £50.00. Also 
SOOKl and XC12 DatacordBf, in 
good working Order but no soft- 
ware, hence £40.00. Touch Tablel 
and cartndge-twBad graphics prog- 
ram. £15 DO. Mfcrosolt Basic on 
disk with comprehensive manual. 
M. Will posl all Tel: Bolton 
Ifle04)-7&64fl9 

XE SYSTEM iftSXE XCl£cas- 
Htta, CX40 joystick, 71 games on 
cassette, all manuals and leads 
sji bo^ed and in excellent condi- 
bon, £ioo. Also Papa 6 issues 
21-40 (missing numbers 24 & 35 1. 
so 18 issues in binders, £15.00 
No splits Write to: 151 High View 
North, Wallsand, Newcastle-upon- 
Tyne, Tyne 5. Wear, NE2& &LG 

PRINTERS: Brother 1709 9-pin, 
132 column NLQ with spare head 
and i coon, cost £495. accept 
□00o.no. Also Brother 1724 
24-pin. 132 column LQ, take* loht 
-cards, cost £695 new. accept £500 
o.n.o. BOTH Epson co*npalible 
and work well with all B-bit soft- 
ware. Phone Dave on: 
0532-717712 any lima 

DISK DRIVE; 1050 - Buy This lor 
£130 00 and get FflEE my &O0XL, 
1010 data recorder. 2 joysticks and 
software on d>sk, cassette and car- 
lidge, plus all manuals. Tel: 
0865-821110 

XL SYSTEM: 9CQXL : 01 0 data 
recorder, |oysf.ck, £l DO worlh ol 
games. Sell for £lM. Tel: 
0904-702410 

XL SYSTEM: fiMXL end 1010 
1ape recorgter, with sotfwere, £50. 
1050 Disk Drive with loads of soft- 
ware. £10Q. 102^ dot matrix Prin- 
1er w4h AtanWriler word processor 
on tartrtiga. paper and spare rib 
bans, £100. All with original manu - 
als, lewis, boxes and m perfect 
WNMiun, Tel Q352-5SS31 afar 
4om 



XL SYSTEM; 90OKL. 1050 disk 
drive, 1010 Cassette, joystick, 1 10 
disks. 20 cassettes.. & cart/Hlaes, 
progtammiing cooks, Analog and 
Atari User magazines + Others. 
£a&.QO o.n.o. Tel: 0705 615672 
' Portsmouth) 

KE SYSTEM; I30XE, 1050 
drive with Hyper chip, "ape deck 
with some tape software. Mini 
Office II Priiftshop and Compan- 
«n. N»ns. lots Of games (Adven- 
tures, Simulators. Utilities). Maps 
including Page 6, Monitor. Atari 
User, Machine Language For Be- 
ginners. 2nd Book ol Machine Lan- 
guage. Disks - ? disk hOKes. pJus 
loads more' £4CO Phone aiax 
Busby iMorvFm alwr 5pm on 
D9flf>53125 

ST SYSTEM : 520ST and 
mouse, 2 years Old. littte used and 
still boxed, with manuals, music 
composing and sequencing soft- 
ware, plus games £270 o.n.o. Tel: 
0542960336 Of FAX: 
0042-060033 

XE SYSTEM: Boxed 13D*E 
computer, XC12 cassette. Grapftix 
OT printer in (art ace, disk software 
including Visicalc, Turbo Base, 
Mini Office ll plus blank floppies. 
Also Missile Command cartridge. 
WHI spill and Otters considered. 
Call 0960-2^2 379 any time 

CUSTOMIZED 8O0XL; Fttted 
wiih inpler board. Ultimon (a very 
powerful rjn-boai^rnonilor/dfebvg 
ger^itor], end Superchip (mem- 
ory dump facility) with cartridge 
back-up facilities and cartridge 
emulator, software-based Free-zer. 
1050 disk drive, 1010 cassette re- 
corder and loads oi ejcceiient soft- 
ware, books and magazines. Ev- 
erylhiog is fully mejiualled and 
easy to use, £350 o.n.o. Phone 
William on: &4 1-779- 11 62 after 
6pm 

XE SYSTEM: 13GXE boxed. 
Xatec programmable pnnter inter- 
race I use with any parallel printer) , 
De Pe A(an in U.S. Style Ihrea-ring 
binder and Mapping The Atari 
Also software lor sale and a num- 
bar of majgs - mostly Atari User but 
rtcludes some Anttc, Analog and a 
lew other oihers. All hardware/ So/It 
ware- supplied with relevant leads, 
power suppny and documenlalion. 
Reasonabie offers acceoi^d c:^ 
anything, buytfi ptryS pOSlage or 
collects or if you buy the lot I will 
deliver in 50 mile radius ol Carditi 
Ho time wasters. Ptiona Andrew 
on Ponlypndd 104431 405554 after 
2 30pm 

XE SYSTEM: 130XE, 2x1050 
dtsk drwes (one with IS plate), 
1010 cassette, Gremlin grabber, 
Syrtcale, t^ni OKloe Ik, loads o1 
software and accessories, all as 
new, £300 O n-o. Phone Pa^l: 
02&S-41410B 

INTERFACES- Atari XL Serial 
interlace plus comma software. 
£20 00 (works with stenderd 
modem). Peralle* witerlejce, £20.00 
l/urts slandard prkitera), or BOTH 
tor €30.00. Tal:04l-&54-4ai9 

XL SYSTEM: EK^Xl plus spare, 
1050 c*sk dris^. 101 0 tape deck, 
manuals, all boxed, plus over £600 
software on ROM, disk and tape. 
Two remote joyslicks, £250 O.n.O. 
Tel" 0&4^7720et Even ngs 
weekends.) 



PRINTER/PLOTTEH; 1020 
modal in excellent condition, three 
sals of p&ns and anginal pacing. 
C^n 0O. Tel: 01-574-6249 (Saril- 
aill. London) 

XL SYSTEM: flQOXL, 1050 
Drive, 1010 data recorder, CX40 
|oy&1iCk. all boxed and m excellent 
condition. 1029 printer, software, 
including Mini Otlice II, Basic Tutor 
Pack. f>raconus. Joe Blade, Hed 
max + many others, Atari User 
mags. £270. (No sptit&K Tel: Wat' 
tord 835775 

XL SYSTEM' BOQXL, 1010 re 
corder. dust cover, paddles, over 
E3O0 worth of software on tape, 3 
cartridges. £150 Tel: 0737-2*359? 
(Reigele) after 6p*n. Buyer Collects 

XL SYSTEM: SOQXL. 105U rfefc. 
drive. 1010 tape deck, Philips 
green screen monitor, Touch Tab- 
let, printer interface P*us many 
disks-'mags-'books, only £175- 
Phone: 01 -304-6 136 

XLSYSTCM:S0OXL.xr*i 
drive (double sided) wilfi Mydus 
2,X ^aliows over 640O0 sectors on 
□ne CfcsKI). CX>S 2 5. XC12 cesset- 
ta. loads Ol software on disk in- 
cluding Wishbringer. Aiternete 
Reality, DraoonuS, etc , TransdiSH 
IV ui*rty , some mags and books. 
Chweteh 125-^ poy&liCk. all v g c. 
Offers over £200. Tel: 
051-619-1141 (4pm -6pm) 

GRAPHICS UTILITIES: Atari 
touch tablet system with pen, Atari 
Artist cartridge, DOS disks and 
manuals. All boxed and in excel' 
*mi condition, only £25 00. Also 
Print Shop master program with 
graphics disks 1 & 2, complete 
with manuals (unused). Bowed and 
in eiccellerrl condition, only £13.00. 
Tel Bidlord-on-avon |07fr9) 
772185 alter 5cm 

8-BIT BARGAINS: €50 Inter- 
face * CPBO Pnnter. C135 o.n.o., 
Assembler Edil&r cartridge + rtqw 
To Program 6502 The Atan 
Assembler +■ 6502 Assembly Lan- 
guage. £15. Software {All ■***): 
Paint. The Next Slop, Tutorials, 
Home Filing Manager, Precpie. 
Chopliftar, Wizard a The Process 
Archon, Uryssefl. Crossfire. Books 
TechnicaJ Reference Noles. Vour 
Atari Computer, Ma£rin@ The 
Atari. Bask Exercises. 34 isSuu^ 
Antic-Analog ■ Lifters To; 

<WarringlDn) 

XE SYSTEM; 65XE computer. 
X&12 recordar, joystick, £40 worth 
Ot games, alt in sxcsHenfl condition, 
£70.00 0.n.o. Tel: Fotkeslone 
(0303) -4237$ 

XL SYSTEM' BOQjq., ifJSOdiftk 
drwe. OKI B2A Printer, cupid inter- 
face pJu& software with remote 
control joystacks. £220 O.n.o. PLUS 
poslagerpacking. Coniajct. Peter 
on 00^-763733 after 5pm 

XE SYSTEM: 130XE,XF5S1 
Disk Drive. XCll Tape Recorder 
plus over £100 worth o1 software 
with books, maflaimes. joysticfcs 
and more Excellent condrtion, 
boxed as new E250 O.n.o. Tel: 
0252-B74232 

PRINTER: 1027 Letter quality m 
'as new' condition, complete wrttt 
manual, leads and mk rollers 
£75.00. Tel. 0735-8422?0& 



PRINTER: 1029 doi matrix, 11 
months old, boxed complete with 
leads manual, Mini Office II, 
10-Prim Swift Spreadsheet, spare 
rrtbon nearly-luM box ol A4 paper, 
t - . COO no Buyer Crjltects Tel: 
Len ^ventry I 02rj3-3fi25ea 

XL SYSTEM; eooxt, 1050 
drive, boxed with manuals, 1020 
colour printer, trackba.il, cuiiom 
made extension plug in full 
keyboard with numeric keypad, 
lots of quality software, assembler 
cdH'idgo utilme* and games in- 
cluding Flight Simulator 11 tap- 
ping The Atari book. £1 75- Pnone: 
0234-720892 (Bedford) Evenings 

F 

U BIT BARGAINS: Technical 
nafarence Noles, £10; Printer m- 
lerfacc, C1-5; Mepping The Atari 
(Old version), £5; Mini Otfica II, 
C10; Print Shop, £10; Guild Ol 
Thieves, The Pawn, Mercenary, 
Soto Fllglht, Leaderooard. Toma- 
hawks AutodoeL Colossus Chess 
Koronts Rift - ell original discs, E5 
eacn. Also issues 2 - 25 oF Page 6 
(minus Ho.lflJ in bmaers on ofler 
tor best price. Pnone: (Greenrlordl 
01 -422-9000 

XL SYSTEM: SOOKL. 1030 Disit 
Dnve, joy slick. Broiiur -IH5 t J n-ifei 
1 some games and other prog- 
rams on disk. Also a Tew mags 
Buyer will need a printer interlace, 
therefore on y £150 the lot. Phone 
Ron on: 04*0-63002 

PRINTER: 1027LQinexcelkml 
condition, complete with leads, ink 
rollers and Atari Wf Iter *SK. £70 
no offers. Also Mapping The Atari 
- one copy only, in good condition, 
£10.00 no oilers. Collection or 
postage to be negotiated. Teu 
phone- Q&a4-522a2 

XL SYSTEM; BOOxl, 10SO Disk 
Drrve, 1010 tape recorder and 950 
interlace. Home Filing Managjer, 
The Pay-Ori, Seven Cities Ot Gold, 
Textpro word processor Turbo 
Basic and ol^er di&^-S Has»c Refer- 
ence Manual, mside A[ar fiasic 
Compute !'& Third Book Of Alan, 
Mapning The Atari, Compuiers 
First Book Of Aten Graphics, 
Mach ne ^anguafle^or Beflinners. 
Assemldly Language Programming 
for Ihe Atan Computers and 60* 
Page 5 and Atan User magazines, 
£200. Phone: 061-764-9595 even 
inrjs or weekends 

XL SYSTEM: 40OXL, 1050 disk 
drtve 4 lajeKcnip , 1010 1ape deck 
with approx. 20 gamas on tape, 2 
joysticks, extension lead, 5 blank 
disks. 2 lockafcle disk boxes + over 
80 games disks featuring titles ga- 
lore from 1979-89 (soma rare>, 9 
utilrly disks including Turbo I £ II, 
U.S. Alpha, Disk Wizard II. DOS 
'J ^ -i; 0 selling to upgrade to ST, 
£250 0.0.0 Contact Richard al: 
133 Cotlingly Heights, Coflingly, 
Leeds LSI l 0JN 



ST SYSTEM: 52USTFM wnn 
both l Meg i-Uerr-^l and 1 Meg 
external disk drives, mouse, 
mouse rrkat, lot*aWe disk 00* wrtn 
lots of software, including games 
word processing, databases, etc 
All in immaculate condition plus 
manuals, joystick and masses 0' 
maoazines, £350. Hing: 
0342-iEasl GrinstaadJ-327072 



XL SYSTEM: SOOXL. 1050 disk 
dnve end Panesonic KXP-IOei 
printer, air complete witti dust cov- 
ers and manuals, two joystata. 
loads ot software on disk, and car- 
tridge, plenty of books and maga- 
din, all worth over £700 and in 
excellent condition. Will not split, 
buyer io collect. £350 O.n.o 
Pnone: 0296-432494 after $pm 



WANTED 



XF551 ORIVE: We need one of 
these beasts to help wrm readers 
enqu.nes bul they are non-existenl 
al the moment Anyone got one 
they want lo sett 7 Please ring Las 
or Sandy at PAGE 6 The number 
is07&S213E28 

ANCIENT 8 BIT UTILITIES: 

DOS MOD lEclip&e). DISKED 
\ Amulet). BASIC VIEWiAPX,. 
BASIC DEBUGGER iMMO). 
BASIC'XA (APX), DISDUP -JUGl 
and INSOMNIA 4APX). Sale or 
swan? Ring Kevin 00 Q££4 

DISK DRIVE: iDSOinrjood 
working rjyndihor A-iy reasonabie 
price paid, flmg Pat on: 01 -739 
-0279 

SOUND SOFTWARE; Can 

anyone help? Has anyone got an 
up and running disk copy Of Sound 
Synthesiser from Atari User 4Aprri 
I will supply a d.sk Phone: 
01 '570-063& after 5:30pm weak- 
days (ask Por Richard^ 

DISK DRIVE; 1060, must be 
£35 or less and in good working 
order, ft you have any offers then 
write to: A Marsb, 43 CrauFurd 
Green, Shornditfe, Folkestone, 
Kent CT20 3LS. Tat : 030MOeG9 
ater & 00pm 

LEADER BOARD; Has anybody 
gol a rapy ul rhis game on cassel- 
te thai they would be willmg to 
sell 1 ? Phone 08K-351 1 5 (any 
timet or write 10: Mar* BriaH, 17 
Derby Road. Usbridge. MiddK 

uea 2nb 

DISK DRIVE: Alan 105Cu*ilhe 
West KenvEasl Sussex area. Musi 
be in good condition, wiU pay 
reasonable price Ptone: Ton 
bridge Wells (08921-39993 be- 
tween tMpm end 9pm weekdays 

PRINTER MANUAL: For 

Panasonic KX-P1QB1. Reationabie 
prkMpaid Phone: 0246-236122 
attar 6pm 

WRITER'S TOOL CAR- 
TRIDGE; By OSS and must have 
manuals, reasonable cost Write 
lo: James Cutler, 44 Water Slreet, 
Great Harwood. Lanes. BBS TQfl 

JET SET WILLY: For XEJXL 
machines Will pay £1 .00. Contact 
Chns on t ul KStOwe 270295 <any 
evening excepl Monday^ or wme 
to: 1 Chaisworth Crescent, Tnmley 
SI Mary. Ipswich. IP10 0TE 

TURBO BASIC; On cassette if 
possible. WiU pay QjOOd pnee. Wnle 
to Allan Watson 95 Braidwood 
Place. Linwood. PatSley, PA3 3SW 

MORE CONTACT 
OVERLEAF 
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HOT ROD RAIDER 



EC8E81ftD8F5ilP858bFeiaani 5*3 
AO D*T<fl t9D84b280e5D2ZQ?e£«£A2B25C 

E13^4i6b8a32eB22628PCZEiPP&b0fiF8l54d8P84P 

2fl?8CBt>B5&2 a0ie 2S2fl2B2S , 156 
¥P IM frATfi EE868628PC28AP»Jl06FfllA8A27eF4 

P88PZ8PB7&2 I*« IS Z«4IIZSCEe ZO 9 7? 

62#C&Z6fl&e3B6Fa i24fl8Pflti k ?M 
EH 131 DATA PZfl?8Ci^e7&22e4B25CEB3fl#t«CDZ 

B A P B * «F* «C MFF AflJSHl fc4C »ZH2IIBDflH 

FBQ96E818F84C3PZ7A888B^j 186 
IK 152 PAT A SBZltDBeBFEBCBCBBBPdriaJSeB&l 

^PtfA.P04a68Pe6B2aDa7P22i9B2BCEB4afiP8B3Z 

•*726aBCD26A5BeFB85C6BB J 145 
EP 153 OflTA 4C&5Z«aC74*4fi4A4Afl5flMtCea5B 

lA>5BBFftBt2aia252aF62 4 4C7d?^.»tV4A4A4A4 

A4SE5C8F811BB8?ZBlBZS2« d 4? 
PH 154 DATA FA244 CB 9Z 9 Zfli05 Z7> Z (IF 6- J 4 B F 8 1 

64ABP83P2A7Z83BE9BBapa2P2BP13PBCtB(lDHH 

3ZaElZ4AP67BfiF814A?BB8P, BB 
111 1SS BAT A BaBZaPWlP^?tt5B252aPC262e3B2B2 

apC2tAPffl!*6Fai4A»&6aPe2PZHPBJ&2 205B25Z 

8C[>26285BZ5ZBCV26A^0CAfr ^ A42 
PG IS* &a l ft FfliZ 7 fl 5 B 3 1 a 6 D *P 8)6 BiBSBPBBPB AS B 

4ia6P8Ea685B4BPBlBi0Ce#C0B6aaC8BeePZaDB 

2P28P81PZ 0&* JHflPOAO&F 8,72 8 
Tft 157 BAT A iBAPBAP2Z9971Bfi*FC*&ftaP2ia65B 

.f 8 ^ B 3 B P B BP B A 9 B AB&fl 1 P 2 C F fi S *B AB8?86F81BA 

&BiAB22?B71867FCBPB2A2L«,Z?^ 
XJ 15 8 PAT A 6M485S4SDeilDaiA WflaPBJP?CEa*e 

faftbaABBFei48PeiPZA5&3 1 ft6M&06S5B3ai>MI? 

a a P 8 8 P Z C E B A AMS *BF OH4 M 36 9 
PK 15* PAT A BPB3P2A5B41S 6 P B EB fr B Si ft 4 S & B ID BB 

P 8 2 P Z C E BBB5 AttC+FBej^ZaiE IZ5 A^aiaiB.54 & A5B AO 

AB5EAEA2a3C26283BZCEAFB^ill 
CU 1B8 PAT A BB A SB B PBS 7 A 5 BET B Z ft Ati- 6 d 3 & E 9 B6 3 

ftE&B5BB4?A5B4iaB?B438EBB53a3FA36ei8ti*0 

»BEBBBB«B62B6?Z64CCPZA r 543 
VK 1B1 OAT A za75JB4CCQ2*d5BABaZ5A5B430EBB 

3»Er4CB32AA5BFP817A5B418EBB33BE5B3BB8 

P ASB41SB 9B133E.&0 3 * A* 3 4 C ,186 
TH IfrZ PAIfl | 3:2 A A5BBB836 A5BFPB3Z A-P85B2BB2 



D ft SB -I & SB 5 BP 8 3 P BA 6 BP F BS 2 B B 632 1 90 BBB6 B 0 5 

BZZBPC3B2BB! fr J7^rt«fl6B786 , 991 
00 163 PAT A BM&BFB92»2iFB*7*ea«AFE8CS0flF 

4A5t:4BSBA65BBPBZ9A9B33BES74?ee62818264 

C3AZB201P36ABBEBB11A92C , ZZ5 
JH 164 DATA 3BE5B7B8ZE AU543BESB756 144C66 2 

BA5BEB5B A OP 04 A 2 DBS 7 AD7SSZZ9B1FBBE AD 70# 

2Z?B2FB14A?e585BC4C84ZB^7fr 
FK 16 5 PAT A A 5 C BF0)F VC tj-CrSA 9B6BSBC 4CB4 ZBASC 

6F B F B C 6 C 6A9B785BC A 5 B 3 85 BE -B3-B ^ Jlfc A 2 BBA&B 

CBD632Z?D8 8 8 6BD5B2 2BD>C2jfll3 
81 166 PATA 8ZBP53ZZBBA24»aBBB?2BZlFBB7? 

B 88 8FE8C8D8F4 A 5B ABDB ABB B & Bf:B60P0B06P81 

BAGC71B6932BDBBP2A5C74A J B5 
HI 167 PATA 4 A4 A4 A 8 5 C B A924BD B1PZA5BBBPBAB 

60b0C060PB?06P8Z8A5BAF8»A»eftDA3B-ZSD« 

202 4CFE2BA5C88 A 8 AO) A0) A 1 8j # IBB 
LZ 1B0 PATA B932BP82P2A9248P»3P2A50'Ar T «0# 

A4 A4 A4 A8P 8 1 P Z A3 C *3 6 E 1 B ABB BSD ZBD 1 2 P 8 A 3 8 

B0BCB0P1BB60P1186C6BAP8 , 486 
HM 169 DATA BSA?81SBBf A&4C1ET4 AD1CBZP8FB4 

CI •2700880 08888 8 8 A5C4C50ZFBBAADBft&7 * 

3PBB3A9Bie«Af00e«000000. 736 
AB 170 DATA 000000000008000000000808 BB8B 8 

B00BO«0BB0»000a800000000000B88B8B00B88 

00B0000000BBBBBBBBB0000, 716 
AH 171 PATA 88888868088080000000008880888 

8888888 BBB B0# 000000000BBB 8B 8 8888888888 

B00000000000000000000O0. 738 
All 172 PATA 00088888808888888888800088888 

00000000BB8 000008 0808 H 4 0 B 000 000000008 

aaaeeoaaaea^BauMuiaoeeea. 738 



JI 20 REM LOAD- AMD HUH fl OUT 1 ME 

FOR HOT HBP RAIDER 
BY Z4 OPE It Hi # 4 # »j ,+ B2HOTRQD.OBJ'' 
OL ZS PBUE BEi^rPOKE 857.0iPOKE 653 H 3ZtP 

QKE B5B P 255:PQKC 007,255 
TB IB X2U5R{*DR ["hhhEl^'J , !•» 

00 10 CLOSE ttl:H=U5ff <SJ m • 



contact extra 



WANTED 



UTILITIES: Paperclip "Manual A 
software. Atari P/reacter Graph rr. 
Larter a Spell Wizard, Pilm. Logo, 
Supar 3D plotter ? anrj a^raph, 
must Oe cheap. Wriia lo: Enc Stef- 
kjns 1 ftawson Streel. Leicester 
LEI 9BG 

TYPO III: Can anyone let me 
have a copy C-1 (his program? 
Plea-sew m lQ Simon Fotakis, 16 
LasDDllS Road. London N22 4JN 

XE USERS: Can anyone stipply 
a replacemenE or Osk 3 only 
Aflefnale Reality ■ The Dungeon 
as both my original and back up 
relu&a LO lOdd 1 I provide dish 
and poElagd a& rTOCGSSary Writa 
10" Jeff Morgan, 3 Marlowe Gar- 
dans.. Gaer Eslale. Newport, 
Gwent NP9 3LD 

CASSETTE & PRINTER/ 
PLOTTER: '010 ra^iiifr <jfit;h 
wanted t Primer/Pblter sunaole 
lor use wrtti an SflQXL. also &Q0XL 
Us*r Inslrucflions. Tel: 0333 330 
-336 and as,K 1or Kannalh 

RESCUE ON FHACTULAS: 

I wanl a cassette or ROM ca'l'idge 
version 01 this game please. 
Reasonable price pint) Wrne io: 
?g Aloer Hey Read. EcClfifiten. 
St.Heiens WA.10 4DJ 



GENEALOGY HELP; Can 

anyone help me wilfr a copy qI 
ComrjHjte Vour Rnois or any Olhor 
softrfrare concormng Genealogy? I 
tried to tiod ic in Iho States fcul it is 
not available. All expenses will ta 
paid. Please write to: J. Harlan, 
PuntpOOrtSlraat 12. 4332 A.E, Mid« 
dalburg. The Netherlands 

BOOK WAMTED: -Your Alari 
Computer" by Len Poole <WcGraw 
Hill). Mus« b# »n very race condi- 
tian. Phone 0S1-742-&038 

TECHNICAL HELP: Do*s any- 
one have any lachnical mfonnation 
on tfie &10 dHK drive? Pl^se tele- 
phone Peter Kornson on 0252 

TAP&DISK TRANSFER: Up- 

grading From datacortfer to disk 
drtve, HBed TransdiSk IV or any 
similar utility disk. LoaOS of lapes 
to convert' Phone: a5fl&-4l3e2* 

THE TIPSTER CALLING?: 

need Quest For Elfrmity and Ctaak 
01 Death (prelerably lransremad to 
rjisk) as I think someone has eaten 
my corses!! Reasonable price ■pOFtl- 
ege pa»d Please write 1o: The 
Tipsier, e« PAG£ 6, PQ Box 54, 
STAFFORD 3T16 1 DP 



PENPALS 



HOfJXL USERS; I would like to 
hoar Irom cassetle- based users 
wilh an interest m arcade games 10 
swap info elc., irom any gga.'area. 
rialo C-r temale. All lairarS 
answered Any XL users in iho 
Leamington Spa area wiling lo 
£lart a user group? Write to: Chris 
Easlerlow. 1& Hanwortn Closa, 
Leamington Spe, WarKs, England 
CV32 7PP 

OVERSEAS PENPALS: Any 

one slill into tl*e &-&it g My main 
interests are midi and primer slutf. 
I nava lots o* weird and wonderful 
shareware progs. Write LO Dave 
al 356 Sissons Road. Middleton, 
Leeds, LSI 0 4x1(5, West Yorks. En- 
rjland. \T*\ Leeds ■ 717712) 

KLi'XE USERS; My name ie 
Daniel and I'm 35yfS Old. I own a 
13QXE, flOOXL. 1029 Pnnter, 2 
106Q Drives, XC1 2 tape recorder, 
1050 Plotter. Serial HS232Q Pnn- 
ter. A$50 Atari module mterrace 
end a French Cenalet soriaL'Con- 
curram modes printer inlottace and 
an Amslrad CTM e-*4 colour monh 
1CK wrtti TV tuner. I would like lo 
know Other XL users an^rwrttW in 
the World. Write to: Mr. Daniel 
Carrodano, Lei Ollviers SI, Man- 
tee do la Caiade, S330D Oaguig- 
nan F H^NCF 



B-BIT USERS!: Please write for 
details ol a new monitlly NEWS- 
LETTER. Contributors very wel- 
come Allan Watson, 95 Braidwood 
PL, Linwood, Paisley, pas asw 

B-BIT USERS!: Someone wilh 
en e-brt + disk rjrrve to chat Atari 
Wrilelo: John E. Liever, 1S5 Rosa- 
hill Coi^ft. Salfond, Manchester M6 

5JW 

8-BIT USEHS: Want 10 lorm a 
world-Wldo user group? Write to 
the follCnving address lor help and 
mornhly; newsletter: 127 True way 
Drive ^0u1h. Shepshed, Lough 
boroufiih, L0ICS..LE12 9DY 

XL'XE USERS; i would like lo 
hear 1rom any XL-'KE owners 
around She world. I own a BOQXL 
and 1 305CE wilh KC12 daia recor- 
der and XF551 dnve. I would l*e 
10 swap htnts A tips All letle'F, 
answered, Write: Clinton Davies 
20 Hidgemoor Road. Leominster. 
Herefordsnlre, Hfi& 8EL 



XE PENPALS; i havea^XE 
wnh XC12 and would love to hear 
1rom anyone, anywhere, so grab a 
pen and write to JerKiwawe, 
Tempienoe, Greenawe. Tipperary 
Town. RapuWk ol Ireland 

XE PENPALS; ?3 year-old 
French siudent. I have a i D?bC disK 
drive. 130XE, 1029 prinlef, 1020 
platter and 5 DO programs. All let- 
lers wilt be answered Please wrile 
Id: Eric SleHens, 1 Rewson Street, 
Lmcesler LE1 g&tj 

WORLDWIDE PENPALS: 

2S-year-old male wants penpals, 
melelemale |wriere ere all the 
femeJe BOOXL 0#ners^?J. espe 
Ciatty Australia and Europe, to 

wme abwt aoo-XL's, io&rj s and 
your country, I'm into Pink Floyd, 
Rusti and othe^ quality m^sic and. 
Of course, rha best home computer 
ever made! Wnie to: Simon O'Han- 
raJharl, 3? Rancorn Road, West- 
brook. Margate. Kem, England 



FOR SALE ... WANTED ... PEN PALS „ 
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CONTACT is FREE of Charge and may be- use-rJ by any 
genuine Alari enthusiast foi contacting other owner?. 
Any notice may be included except those oMermg soh- 
ware only lor sale or exchange or those ollering items 
lor Sale commercially The Editor reserves Ihe right to 
omil any notice received at his discretion. 
Send your CONTACT notice to CONTACT, PAGE 6, P.O. 
Box 54. SlaMord, ST16 1DR. Please wrile your nolice on 
a separate sheel of paper, not as part ol a lelter. 



SUPPORT! NC YOUR ATARI 



UPGRADED TO ST? 

Don't throw your old riles away use 



TARITALK 

The most effective way of tronsf erring files from your Atari 
bit system to your ST without the need for □ costly 
interlace. TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pictures, mjsic files and more 1o your ST 

TARITALK is just £19.95 
and is available exclusively from PAGE 6 
• use the order form or telephone us for credit card orders 



Let your young ones enjoy learning with your XL/XE 



SPELL 
ME 



%P-B1_L<-HC «PViC»il APT inn. i 



abcdef ghi jk in 
nopqrs t uvwxy 7 




A delightful program to teach tour to five year olds the alphabet 
plus ward construction and word and pictum association- Guide 
them with those tint steps whilst ai&o teaching haw to enjoy th* 
Atari as a emotive tool. SPELL ME has been written by a qualified 
teachsr and has £wn enjoyed oy hundreds of Atari owning 
youngsters. Why not i#t your children enjoy it to? 

SPELL ME Is available on cassette at £4.95 or disk at £6.95 exclusively 
from PAGE 6. Use the order form or telephone for eredrl card orders 



AVAILABLE ON CASSETTE 

for just £2.95! 



BRIK 
BAT 




A superb variation on one of the all time 
ciassics with a construction set to build 
your own games. 

Many great features including 

100 screens per set Special Bricks 

Laser Cannon Fire Slow or Fast Balis 

1 or 2 players 

BRIK-BATis a real challenge for players of all abilities! 

INCLUDES BRIK-BAT CONSTRUCTOR 

Create your own screens or modify the existing screens with the 
Erik-Bat Construction set Lots of features in the easy to use edit mode 
Hundreds of screens may be created and saved! 

FOIL and packing Iras in UK. SEnd cheque nr P.O. or quo-la Acce EE/Visa number 

PAGE 6, P.O. BOX 54, STAFFORD. ST1B 1DR 
Telephone order? by Access or Visa accepted. Tel. 0785 213928 



READERS 



OFFERS 

See this page and inside covers for details 

FOR YOUR XL/XE 







THE BIG DEMO 


£3-95 


I 1 BRIK-BAT CASSETTE 


£2 .95 






ISSUE 42 DISK (With BRIK-BAT) 
ISSUE 41 DISK {with DOUBLE BONUS} 
ISSUE 40 DISK (with GRIDWARS) 
ISSUE 39 DISK {with PRO GOLF) 


£2.95 
£2.95 
£2.35 






TURBO BASIC (Disk) 


£3.95 




SPELL ME 

Cassette 

Disk 


£4.95 
£6,95 


□ MINI OFFICE II 


£14.95 






FLIGHT SIMULATOR II 

(with FREE BOOK} 


£34.95 



SCENE RV DISK 1 El 2.95 
SCENERY DISK 3 El 2.95 
SCENERY DISK 5 £12.95 



SAN FRANCISCO El 4 95 
WESTERN EUROPE £14.95 



SCENERY DISK 7 £14.95 _^ SCENERY DISK 11 £14.95 



SCENERY DISK 2 £12.95 
SCENERY DISK 4 £12,95 
SCENERY DISK 6 £12.95 



JAPAN 



£1495 



Please note Ihal many Scenery disks arc in very short supply 



FOR YOUR 




□ STOS TYPING TUTOR 

(does nol n«d STOS to run) 



_| STOS BASIC 
□ STOS MAESTRO PLUS 
STOS SPRITES 600 



£21.95 
£49.95 
£10.95 



SPECIAL OFFERS 
THE JADE STONE 
DOMES OF SHA 



£4.99 
£7.50 



□ TARI-TALK 



£19.95 



1 1 CLIP ART COLLECTION 1 


£10.00 


□ CLIP ART COLLECTION 2 


£10.00 



Postage included In U.K. Europe add £1 per order. 
Elsewhere in the World add £2 per order. 



Name 
Address 



r-ir-i.T4fc*l + l-fcll + l + lll-l + l-M»->>> iitiHiiiui iil.ili.ij 



iTiiiiiiniiiTinn.rT"p-"-'-'-"-»»'"*"S""*'""""""""""'"»""» 



in a. .. ...... a. .. .1 ■ aa a. . r. .. ■ a. a. mrm .a r I ■ 



■ i . r. aa a p. ri . p. pi 







■ TiiiiTir]iTirllllllipllHH4 Jijiiiijiiiijuiuiiimiiiimiii 



■ j ......... 



Cheque/ Postal Order enclosed for £ 
n 1 wish to pay by 

□□ 



Cart! No. " 



I ! 



rd/Vissi 

n 



Exp (ry date: 

n 



■ ri p'l i ft pi p 



Please debit my credit card above with E 
Signature 

Send your order to 
PAGE 6 PUBLISHING 
P.O. BOX, 54 t STAFFORD, ST16 1DR 

Pisust 41 low up to 2£ My* for deNvcry 
Please fee. !rw to ptiolrapy Ihis term or mrrle pur rjrrfcr If you do rwl *m to curl 1h§ magazine 
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Ian Fi nlayson's 





SUBROUTINES 



A DIARY 

using several 
subroutines together 



This time J have a set of subroutines combined in a 
program which will be useful to those of you who have a 
printer. ] con only apologise to those who do not own. a 
printer, and say that in my experience a printer is even more 
important than a disk drive in increasing the usefulness and 
productivity of your computer. For instance, this program can 
save you money - you may never need to buy o diary again! 
Unfortunately, by the time the magazine is out on the news 
stands it will be February so the ideas I am having now, in 
November, are not early enough to save you all buying 1990 
diaries, but you will not have to buy one for 1991! 
For some time now I have used one of those personal organisers, 
but [ have been a bit disillusioned by its rather impractical 
physical slie. It is too small and fat - which means that it always 
take up just a little more space than I have spare in my 
briefcase. For some time now I have thought of going to a larger 
A4 format in a slim ring binder, and just recently such a device 
has become available but at far too high a price. At the same 
time one of my colleagues has acquired a PC based time mana- 
ger program which can print out a personal diary in an A4 size 
These two events together set me to thinking that I should be 
able to get my Atari to generate diary pages that could be used 
in an ordinary ring binder, and here it is. 

THE MAIN LOOP 

Lines 15,20 - These do the initialisation. First, line 15 allocates 
variable names to the first lines of all the subroutines so they can 
be called by name rather than by number, then line 12 calls the 
initialisation subroutine- 
Line 25 sets up the string LENGTHS with the number of days 
above 28 in each month. 

Lines 30 to 50 rail for an input of the year you want to deal 
with. The TRAP will stop the program crashing if a silly input 
(such as letters instead of numbers) is made r and the TRAP 40000 
removes the trap when it is no longer required, I have not limited 
the range of numbers which are acceptable here, but you must 
remember that the rules for generating the calendar have 
changed in past history The algorithm I have used to generate 
the date and find leap years is currently valid but should not be 
used for dates before 1752 in UK (1582 in Europe) when these 
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TUTORIAL SUBROUTINE « 
PIARY PAGE MAKER * 
by * 

hl s rem * ian F inlay son * 

ED 6 REM * - — — - * 

HE 7 REM * HEH ATARI U5ER - February 30* 

EP 0 REM HK iH *KHH H W H W H« W H H H W *H * H M ffHW WWH H H 
NO ? REM 

Pit IS 1HIT-10O8 : FINDPflVYrZeee: ri«DDAYM:39 
09 i YEARPRINT~3BQ r PAGEPRINT 1=4606 : PAGE P 
R I H T 2 - 5 000 f KE YPRES5-50A ; *TYLE = 4Bfl 

AP £8 G05UB INIT:REM UMI INITIAL T5E 

HL 25 LENGTH£="3032S2 

HE JB ? "«+i+*HHAT YEAR DO ¥0U WANT DIARY 

PAGE5 FOR?" ; 
QP 48 TRAP 38 

GY SO IHPUT YEAR STRAP 48888 

RZ 68 G05UB FINDDAYY : REM FIND FIRST D 

AY OF YEAH 

DH 7ft ? "fPRIHT ALL MONTHS? CV/N! »: GOSUB 
KEVPRESS 

HF &8 IF KEY~ft9 OR KE Y=12i THEM GOStifi YEA 

RPRINTiGOTO 1&0 
Kit 30 TRAP I BO 

ZU 188 ? "4HHICN MOUTH TO PRINT? Cl~12> ■ 

j; INPUT MONTH I TRAP 48888 
UG lift IF MONTH < 1 OR HONTH>12 THEN ?# 
SH 120 GO SUB STYLE 

YP 138 GOSUB FINDDAYM: REM FIRST DAY 0 

F MONTH 

PL 140 IF FORMAT-1 THEN GOSUB PA GEPRINT1 
&N 150 IF FORMATS THEM GOSUB PAGEPRINTi 
PL 1C8 ? -*H4++*AMY MORE PAGES TO PRINT? " 

J ! GOSUB KEYPRESS 
NP 170 IF KF Y - B"5 OR KEY-1Z1 THEN 38 
CD 180 LPHINT ;CHHSC64> iENP 

PRINTYEAR 



su 


3B0 


GOSUB STYLE 




AN 


310 


FOR MONTH -1 TO 1Z 




IB 


3ZB 


GOSUB FIND&AYM: REM *** 


FIND FIRST 




DAY 


OF MONTH 




PL 


338 


IF FDRMAT=1 THEM GOSUB 


PAGEPRINTI 


RN 


148 


IF FORMAT -2 THEN GOSUB 


PAGEPRIMT2 


G H 


358 


NEKT MONTH 




ZL 


368 


RETURN 




WY 


399 


REM WmrHtfHMKMHMWWMMKmCM 





t-r EJ v 



STYLE 



www 



I 



1 



rules were introduced, 

Line 60 colls the subroutine which finds out which day of the 
week the First day of the year is. 

Lines 70,80 - These ask whether a printout for the whole year or 
only one month is required The subroutine "Keypress" returns 89 
for "Y n and 121 for H y" and tins will t:uuse the program to call 
subroutine H Yearprint h . I was going to call this subroutine Trin- 
tyear" but the Basic interpreter in the Atari computer is too clever 
and treats " PRINT YEAfT as "PRINT YEAR\ a print statement 
rather than a subroutine!! If a y is not pressed the program 
continues through the main loop. 

Lines 90-110 - these call for the Input of the month number, 
Again errors are trapped and numbers out of the range 1 to 12 
are rejected. 



KK 4BB TRAP 4 OS 

» 410 ? "* + 4 + +C)NE 113 ON T HO C2J PA&E^ P 

ER MQMTH "t! INPUT FORMAT 
Ett 4/H TRAP 40000 
EG 4 30 RETURN 

DF 4? 9 REM M MUM M W ^ BMUMM WI M W MKM M 
»** KEYPRESS *K* 
t CW t C W M t CW t C W IC W M t CW t CMWMW 

PC 500 OPEN »1 , 4 , 0 , "K ; " 
KY SIB GET HI, KEY 
Lf 5Z0 CLOSE ttl 
ZM S30 RETURN 

OR REM M H » * HM HW H M B M 

INITIALISE «m 

SH £090 MH LENGTHS ti2J , MONTHS £1011) ,LIM£$ 

Cfiftl ,KEYS(Jl> 
BN 1020 MOUTHS — 11 JANUARY FEBRUARY HAH 

CM APRIL MAY JUNE JULY 

AUGU5T5EPTEMBER OCTOBER NOVEMBER" 
Hd L&Jfl MONTHS C i 00 w IBB] -" DECEMBER" 
Cfl 1040 LINE5 -,, _" : L INE5 C6 05 ^ ll _ fll ; LXNE^(2I - 

L 1 1( £ -S* 

« 1050 L PRINT CHR$ f 273 J CMR5 C1003 J CURS CIO 
1 

DA 1850 RETURN 

Mli REM hi tw m k mi tmkm h wwwmhki i k N H ^ > i wm 

*** FIRST DrtY ©F YEAR *** 

H .MJ it lM H MMMMM WW 'W M W MW H MM MM M M 
HI Z000 LEAP- CYEAR=4HINT IYC AR/4J 3 C YE AR- 1 
8 9 M I N T f YEAR/1003 3 # C YF Aft = Ji B0*IHT CVEAR/4 
0011 

Mil IF LEAP THEN LENGTHS CZj 23 2"1" 
KL Z02O Y-YEAR"! 5 DAY-YEAR + IItT CVj/41 ~XNT{Y/ 

IMt+ZWTfY/iMi 
QJ 2030 PAY^»AY~7»ENTf&AY^73 ; IF frAY-B THE 

N 0AY=7 

AM 2040 RETURN 

OH 239* SCH HMM M MWWMMMM W M HI HtW MiWI M M WM MM M 
*W* FIR5T DAY OF MONTH *** 



3000 0AYM-DAY:IF WDNTH = 1 THEN HE TURN 

1020 FOR M=2 TO MOW T H 

3030 l>A¥M=l>AYM+UAL C LENGTHS CN-1 , M-1J 3 

IB4B IF ftAYH>7 THEN DAY H= DAY H~ 7 

3O50 HEM T M 

5060 RETURN 

REM M WM M M MM M M IM M M M MM Mi M MHMHM I t 

Mm PRINT 1 MONTH - 1 PAGE Nil 

MM H UM MM M MMMMMMH MM HH H MM H U H MM H 
480O LPRINT MONTHS CHOMTH#9-8 , HONTH* 1 ? J * 



LY 
EU 
GV 
AT 
HF 



NH 



" M 3 YE AR 
TC 4 BIO LPRINT LINES 

MP 4020 FOR DATE - 1 TO 29+ UAL [LENGTH'S f Mi'lN T 
H , MO NTH) I 

A A 4B30 IF DA YN= 4 THEN LPRINT 11 WON DAY 

" J DATE : LPRINT LINE* 
UH 4040 IF D A YM= 2 THEM LPRINT "TUESDAY 

"J DATE S LPRINT LIKES 
RU 4B50 IF D A YM-3 THEN LPRINT "WEDNESDAY 

11 ? DATE i LPRINT LINE* 
OA 4B60 IF DAYM-4 THEN LPRINT "THURSDAY 

";DATE IL PR INT LI HE 5 
SI 4070 IF bAVM- B I MEN LPRINT "FRIDAY 

"J DATE : LPRIHT LINES 
JJ 4OO0 IF ft*YR=fi THEN LPRINT "SATURDAY 
-;date:lpriht lines 

RO 4O90 IF DAY If =7 THEN LPRINT "SUNDAY 

11 f D ATE : LPRIHT LINES 
Afl 4100 DAYM-DA YH+ 1 : IF DrtYM=8 THEN DAYM-I 
PK 4200 MEKT DATE: LPRIHT CHR S C 1 2J ! RETURN 
MA 459* REM MM MWM MM M M MM M MMMM M M M M M MM M M M MMM 

** PRINT 1 MONTH - Z PAGES 

I f M miH I TMUMH I fWI I HMIfMUKMtfMmiWHllll 

NN 5000 LPRIHT HGNTH5 tMOHTH*^-» , H0MTHK?) ; 

« ";YEAR 
TD 501O LPRIHT LINES 

OA S02O FOR DAT£ = 1 TO LfcsGOSUD S130 : HEM T 

DATE i LPRINT CHR$ 1123 
JV SO30 LPRIHT MONTHS CWONTttM-9-0, HONTHW33 ; 

" -*lYEOR;" CCOfltJ" 
TM 5B4B LPRIHT LINE* 

OB 50SO FOR DATE=17 TO 20 + VAL CLENGTHS CMOH 
TH f N0HTH13 ;005UD S130;NEMT DATE 

CM 90^0 LPRINT "NOTES" :LPRIHT CHft$<12>;RE 
TURK 

KN ¥130 IF DAYMrl THEN LPRINT "MONDAY 

"JOATESLPRINT I LPRINT ! LPRIHT LIHES 
EU 5i40 IF 0AYM=2 THE H LPRIHT "TUESDAY 

" I DATE : LPRIHT i LPRINT ; LPRINT LINE* 
CI 5150 IF DAYM-3 THEN LPRINT "HEDHESGAY 

" ; DATE F L PRINT Z LPRINT I LPRINT LIHEf 
AN 5160 IF DAYM=4 THEN LPRINT "THURSDAY 

"; DATE ! LPRINT ' LPRIHT £ LPRINT LINES 
CU 5170 IF DAYM-S THEN LPRINT "FRIDAY 

" j DATE ; LPRINT : LPRIHT i LPRINT LINE* 
JM 51B0 IF DAYM=6 THEN LPRINT "SATURDAY 

"j DATE; LPRINT LINE* 
RR Sl'SB IF DAYW=7 THEN LPRINT "SUNDAY 

";DATE:LPRIHT LIHES 
AD 52O0 DAYM-DAYM+LJIF DAYM=B THEN DAYM=1 
AK 5218 RETURH 



Line 120 cp I Is subroutine "Style" to find If you wont 1 or 2 pages 
to a month, This subroutine can easily be changed if you want to 
introduce more alternative formats for your diary pages, 
line 130 calls h Fjnddaym n which finds the day of the week for 
the first day of the month. 

Lines 140 and 150 call one ur other of the two page print 
subroutines. 

Lines 160 to 190 cause a loop back to line 30 if there is a 
requirement to print other months or years. If not □ printer reset 
is sent (CHR$(27) CHR$(64) for the Panasonic) to leave the 
printer in its standard configuration then the program ENDs. 



PRINTYEAR SUBROUTINE 

This subroutine is the same as part of the main loop except that 
instead of asking for a specific month to print it uses a FOR NEXT 
loop to cycle through all the months thus printing pages for a 
full year. 

STYLE SUBROUTINE 

All this does is find out whether the diary should be printed with 
one day per month or two. 

continued overleaf 
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KEYPRESS SUBROUTINE 

J have used this in previous articles, all It does is return the 
value of the key pressed in the variable KEY. 



INITIAI 



H At 



SUBROUTINE 



Line 1000 initialises string variables. 

Lines 1020,1030 fill variable MONTHS with the names of the 
months. The uneven spacing is used to make all months the 
same length (9 characters) by padding with leading blanks 
Line 1040 Fills LINES with 60 underline characters. 
Line 1050 * This sends a string of characters to the printer to set 
the left margin in 10 characters. The numbers 1 have used are 
OK for a Panasonic KX-P1061 and, ] believe, most Epson com- 
patibles, Check your printer manual for an equivalent, or in the 
last resort leave this line out. I have moved the margin to more 
or less centre the printing an the page so that holes for the 
binder can be punched in either margin. 

FINDDAYY SUBROUTINE 

Lines 2000, 2010 check for a leap year The rule is that a leap 
year occurs in every year that can be exactly divided by 4 but not 
if it is exactly divisible by 100 unless it Is exactly divisible by 400 
Do you get that? Years 100, 200 and 300 are not leap years but 
400 Is arid multiples of these values are the same. If it i$ a leap 
year LEAP=1 and 1 is inserted into the string LENGTHS to reflect 
the extra day in February, 

Lines 2020, 2030 work oat what day of the week the first day of 
the year is. The days are numbered from 1 (Monday) to 7 
(Sunday). One day is added every year and an extra day in leap 
years. The final number is reduced to a value between 1 and 7 
by taking away the number of whole sevens in the total. 
INT(DAY-l) is used rather than INT(DAY) so as to end up In the 
range 1-7 rather than 0*6 The variable DAY now holds the value 
of the first day of the year 

FINDDAYM SUBROUTINE 

Line 3000 sets DAYM equal to DAY, the first doy of the year. If 
the selected month Is 1 (January) there is no need to go further 
as the first day of lanuary is the first day of the year, so we 
RETURN. 

Lines 3020 to 3050 comprise a FOR NEXT loop from month 2 
(February) to MONTH, the selected month. Each puss through 
the loop adds the number of days above 28 in the previous 
month to DAYM, These values are recovered from LENGTHS If 
DAYM goes beyond 7 it is reduced by 7 so that Jt always stays in 
the range 1-7. 

SUBROUTINE PAGEPRINTl 

This subroutine prints out one month of diary on one page. The 
normal fan fold computer paper is just long enough if it is set up 
with the print head very close to the perforations. If you are 
using single sheet A4 it fits more easily. 

All the routine does ls to print month and year on the top line, 
then a dividing line followed by the days/dates in sequence with 
dividing lines between. 

Finally CHRS(12) is sent to the printer. This is a form feed on a 
Panasonic (or Epson compatible) ■ for other printers look Up the 
code in your manual. This leaves the printer ready for the next 
month. 



TURBO 
BASIC 



the languagK for Iht? XL/XE 
that is rapidly bwcmiins; the 
standard replacement for 
Atari Basic. 




BASIC 




— „ 



, 



• Turbo Basic has many new 
commands and is easy to learn 

• Turbo Basic runs faster than Atari Basic and will run all 

your existing programs 

• turbo Basic includes a compiler that will run your prog- 

rams at machine language speeds 

Turin) Basic from PagR fi comes EiomplelH with 
a p tin led manual fur just ra.95 

Order your Turbo Has it today ami jnin ihuu&ands 
of Atari users who are getting more frnm their machine 

Write with cheque or P.O. to 
PAGE 6 S P.O. Box 54, Stafford, ST16 1TB 

nr lisp the nrdftr fnrm nn ps^e 49 



SUBROUTINE PAGEPRINT2 

This is very similar to PAGEPRINTl, but uses two pages for a 
month. This, fits easily on the [Hjge and gives much more space 
for entries on weekdays, but [ hove kept the weekends to single 
lines. You will see that there art 1 two FOR NEXT loops, the first for 
1st to 16th of the month and the second far 17th to the end. 
There is a form feed between the two pages and at the end of the 



DEVELOPMENT 

With the subroutines to find the first day of the year and first 
day of the month in place it is comparatively easy to configure 
the printout to your own specific needs. You can print standard 
personal organiser pages or calendars. Once you have achieved 
the format that you want print all your pages and then photo- 
ropy them onto quality rxiper if the standard flimsy computer 
paper is not good enough, or print direct onto single sheets of 
quality paper. If you are careful with alignment you can print 
onto both sides of the paper to keep the thickness down. 

If you get into difficulties or if there is something you would like 
to see in future art ides write enclosing a SAE and I will try to 
help - send a cassette or disk if the problem is complex, I will 
return it. 



My address is: Ian Finlayson, 
Roundstone Crescent, East Preston, 
West Sussex r BN16 IDG 
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Just as bhjs issue was being prepared the 520STF reached 
these shores, unannounced, as parr of the Power Peck or 
explorer Pack which was supposed to include the 520STFM 
The totter machine, it seems, is now gone and the S7E wflf 
lake over, Good news? Hfejr, maybe, hut you'll have to wait 
(junto some tfme for software to appear which uses the extra 
features of the STE (basically mora available colours, a bit of 
hardware scrolling and stereo soun df but m the meantime 
you can have great fun in finding out what software doesn't 
run on the new machine* Yes, Atari nave done ft again, fonts? 
The STE ha; 70S 1,00 instated which contains an amended 
vtrsion of tfw desktop which improves many of tfie previous 
functions like disk copying- and ha s a new selector box which 
is sM not a patch en the Little Green Selector available as 
Shareware but it doesn't run some of the existing software* 
So what doesn't run? For a start the present version of BIOS 
and aft STOS based products , although an upgrade has 
Already been issued, ft you buy ST05 make sure you get the 
latest version or the update disk with your purchase. Other 
games which won't run In their present versions include 
Starglider, Overiander, Predator, Altered Beast and probably 
many more. Alf these games are being changed but watch 
out it you buy man" order as you may not get up to date 
copies, 

Artronpc seem to have settled down with new releases 
coming, regularly. One to lookout for is SOLDIER 2QGQ in 
*hfch you play a female soldier of the future! Guffaw have 
5.E.U.C.& avanehfe which sounds pretty horriiDte but is in 
fact a Shoot Em Up Construction JCit which, supposedly, 
allows you to create your own games masterpieces using the 
tools that the professionals use. DAMOCLES must be out by 
now surety? Lots of pre-release stuff was floating around 
before Christmas for one of the most hyped game of the 
Eighties. Will it become one of the first hits of the Nineties? 
FUTURE WARS just missed a review tftft issue and is claimed 
to be a new type of computer game that has taken three 
years to develop. Ifs an adventure which the authors claim is 
"as rntetiPgent as Sierra On-Line but 20 tfmes hotter pro- 
ducsd'l Domark are suit busy snapping up coin-op licences 
and S.T.tJ & RUNNER is the latest to look out tor hut they 
state that it win not he released until fate 1990* Meanwhile, 
just as we want to press, Tyne Soft's BEVEflL Y HALLS COP hit 
the streets and looks likely to he me smash of year so far r at 
Jsast it should sell a lot of copies fust on the packaging which 
prominently features Eddie Murphy. 
Jfs going to he an interesting year as far as prices are 
concerned wftft several new labels putting out ST software at 
£4.9$, Smash 16 r part of the interceptor Group released 
haff a dozen titles iast year, some reviewed this issue, which 
mciude HOLLYWOOD POKER, EXTENSOR, EAGLES NEST, 
WAH MACHINE and JOE BLADE. Code Masters and Master- 
troflpc also have a number of £4.99 tiries and there should 
be many more available shortly assuming, that is p that the 
main distributors and retailers are willing to sell them! Many 
of the tFtfes are re-releases and not particularly sophisti- 
cated hut there are one or two new releases an<f some real 
gems at the price. If the good ones take off then we could 
find ^ reaf sort out in tfie ST world this year as previous 
'bargains' at £999 and £14.99 suddenly become rather 
pensive in comparison. Looks like 199Q could he the year 
m which the proliferation of discount merchants begins to 
abate and we get back to some sense. There are going to he 
some who go to the wall, after all how much can you make In 
discounting £439 games? Lets hope that flfs not your 
money in the post when the announcements begin' 



ELVIRA ■ MISTRESS OF 1HE 

DARK 




The falconer 
with his falcon 




The falcon 
attacks! 





A Skeleton 
Warrior. None 
too friendly! 



One of the 
soldiers 
after you r 
head 




All screens shots taken from Horror Soft's latest 
release boasting not only excellent graphics but 
also digitised sound and a lull Midi sound track 



SIMULATION 



SURREALISM IN THE SKY 



W flat's the connection between, the 
Hawaiian islands, a seventeenth 
century sailing ship, a thirteen 
thousand foot high grand piano, and the 
secret jewel of the goddess Pele? You'll 
never guess in a million years, so ['II tell 
you. They're all features of Hawaiian 
Odyssey, the latest Flight Simulator II (FS2) 
scenery disk. 

Sublogic appear to have taken a com- 
p]ete]y fresh approach with this exciting 
new FS2 accessory disk. To start with, the 
packaging is totally different from its pre- 
looking more like a game pack- 



age than a piece of serious simulation 
software. The contents are much the same 
as before though, containing the usual 
single sided disk, map, instruc tions, and 
detailed airfield diagrams. 
The subject of the disk is Hawaii, those 
magical isles situated halfway between the 
west coast of America and Japan. At first 
sight It seems very much like any other 
FS2 scenery disk. It covers the eight major 
islands in the Hawaiian group, and in- 
cludes 26 airfields. Five of these are equip- 
ped with ILS (Instrument Landing System) 
for poor weather approaches, and also 

of coloured runway approach 
to help you land in clear 
weather conditions. There are radio navi- 
gation aids aplenty, so you'll have no 
problems finding your way around Total 
area covered is about 100 miles by 350 
miles, which is fairly smuJJ u>mpared with 






Title: 


Flight Simulator 11 




Hawaiian Scenery Disk 


Publisher: 


Sublogic 


Price: 


£19,95 


Reviewer: 


fohn S Davison 



some of the earlier 
scenery disks. 

EXPLORE A 
VOLCANO 

The Hawaiian is- 
lands are moun- 
tainous, and this is 
reflected in the 
scenery an this 
disk. Six of the is- 
lands have at least 
one mountain, 
with more on 
some islands. Two 
of the them have 
huge volcanic craters, which you can 
actually fly down inside if you're brave - 
and this is where the fun begins. 
Descend into the main crater of Kilauea 
and you/JI be thrown into an instantane- 
ous space/time warp! Suddenly you're 
skimming the waves at the other end of 
the Island chain, and if you look around 
you'll see a late seventeenth century salt- 
ing boat under full sail! 
Make a slow descent into the main crater 
.of Maurtu Lou and you r ]l find yourself in a 
wasteland, seemingly featureless except for 
the Seven Portals, each one leading to a 
different alternate reality. Enter any portal 
and you re instantly transported to the 
strangest of strange lands. Here youll find 
an airfield inside a massive truncated 
pyramid shaped fortress, which defies all 
attempts to land on it. You may also 
find an aircraft carrier floating 3500 
feet above the ground, and airfield 
runways suspended at various heights 
in mid air. Again, they're impossible 
to land on r which is a great pity, 

MONSTER KEYBOARD 

Other weird sights Include a gigantic 
grand piano, the keyboard of which is 
about the size of a normal airfield 
runway. Yet again the object seems to 
have the density of air and you just 
sink straight through it if you attempt 
a landing. Nearby there's a huge wall 
with a doorway in it. Hy through this and 
you'll find yourself in the biggest kitchen 
you've ever seen. It's complete with fitted 
units, fridge, and other kitchen furniture, 
and if you search carefully you'll even find 
a fly (about the size of your aircraft!) sit- 
ting on one of the worktops. This isn't 
realism - it's surrealism! 



'transported to 
the strangest of 
strange lands' 



The other portals lead to equally bizarre 
sights. 1 won't spoil any more of your fun 
by telling you about everything that's 
here, so buy the package and find out for 
yourself. 

If you tire of the portals, try the quest for 
the secret jewel of the goddess Pele. This 
has you meandering from one end of the 
Hawaiian group to the other, following 
large flashing arrows laid out on the 
ground. Follow them to the end of the trail 
and you'll find something that Pink Floyd 
fans will Instantly recognise! 

All the graphics on this disk are of the 
usual excellent Sublogic standard, with ev- 
erything depicted in full 3-D colour-filled 
form. Runways have received extra special 
treatment, with many having threshold 
markings, distance markers, and touch- 
down zones with dimensions and place- 
ment to FAA specifications. You can't get 
more realistic than that, can you? 

Although I thoroughly enjoyed this disk I 
did find it less reliable than previous Sub- 
logic products - it bombed out too often for 
my liking. Conventional scenery is a little 
sparse too, the only real buildings being a 
few tower blocks In Honolulu, and the USS 
Arizona National Memorial at Pearl Har- 
bour. Overall, though, Hawaiian Odyssey 
is a welcome addition to the FS2 scenery 
disk library and is different enough to add 
yet another new dimension to the basic 
FS2 package FS2 fans will love it # 
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MOUSE 
CHAMPION! 

Waste of money buying another mouse isn't it? 
les Ellingham used to think so until this little beastie arrived 



Are you one of those folks who get quite frustrated with 
the slow speed of the Atari mouse and resort to one of 
the many public domain programs to speed up the 
mouse reaction? Those programs certainly work but con be a 
pain in that you must remember to run the program or boot 
with the right disk to autorun them each time and occasionally 
they clash with other programs. A better solution to the problem 
is a better mouse but until recently there have been no alterna- 
tives for the ST, at least not at anything like a sensible price. 
Now from the land where STs are born (Taiwan) comes a new, 
relatively cheap, mouse that is compatible not only with the 5T 
but also the Amiga and Amstrad The price is still fairly steep at 
£39.95 but you can pick them up for less, and you do get a few 
free goodies like a mouse mat come cutting mat, a mouse holder 
□nd a discount voucher for a very small range of Electronic Arts 
software. 

Now a mouse is a mouse isn't it? Well, that's what 1 thought 
until I got this little beast home and hooked it up. Over in the 
Far East they have obviously been doing some genetic engineer- 
ing on mice and this one really is a joy to use. It claims a higher 
resolution, at 280 dpi, than standard mice which means that 
that cursor fairly flies about the screen and the buttons click 
smoothly and effortlessly. In addition it has a more economic 
shape that lends it much finer control. 

At first you will find that the resolution is too high and you will 
move the mouse far too quickly with the result that the cursor 
skips on screen. Slow it down with slighl and genlle movement 
and you will find the Naksha mouse effortless to use. Go back to 
a standard Atari mouse and you will not believe how slow and 
clumsy it is. 

As well as its ergonomic shape, the Nakshu mouse has a much 
longer tail than its less developed cousins which, strangely, can 
be a bit of a nuisance As there is a plug in adaptor for the ST 
about nine inches in length the mouse already plugs in some 
distance from the computer and a lead almost six feet in length 
means that you can either work from the other side of the room 
or have masses of cable whirling round your desk. I hove 
resorted to burying most of it under the keyboard! 
Upgrading your mouse might be considered to be one of those 
frivolous luxuries but, believe me, once you have tried this one 
you will wonder why you didn't buy one before. I bought mine at 
the Computer Shopper Shaw only because everything else was so 
boring and I desperately wanted to buy something. As it turned 
out it was a real treasure. The recommended price of £39.95 Is 
high, even though other mice can cost a lot more, but you can 
get them discounted to around £30. 1 paid a mere £24.95 at the 
Amstrad User Group stand which made it a real baryain, so if 
you can't find one at your local ST shop, toke a look through one 
of the Amstrad magazine.s. 

My advice is to throw that Atari runt away and treat yourself to 
a real pedigree show mouse! * 




THE NAKSHA MOUSE A real pedigree nntenf for £39.95 
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INVENTORY CONTROL ... 
at CASH REGISTER PRICES!" 




TM 




AR CODE + PLUS!!!!!!!!! 



CHIC1T is an integrated Cash Register & 
Inventory Co ntrol package. For the price of a cash 
register, you can own the complete Bar Code Ready 
CRICIT System. 

■ Complete cash register functions 

* Flexible inventory control for 65.500 products 

* Daiiy, period and yearly reporting 

* Price/ product labels with optional bar code 

- Reads bar code directly from packaging 

* Coupon issue and redempth>n(fixed or % of sale) 

* Customized receipts. Inventory and reporting 

- Ready-to- mail purchase orders with automatic 
re-order calculalion 

* Commission calculation p or 15 sales clerks 

* Mailing lists in list and label formats 

- Lay- a ways, auto- discounts, stock searches 
> Categories, departments, nonstock items 

» Between- store reporting via modem 

* User- friendly error correction and training manual 



£249 + VAT. 

SOFTWARE 

EXPRESS// 

COMPUTER SYSTEMS LID 
212-213 BROAD STRttl. 
BIRMINGHAM. Bib i/tt 
Telephone; 9IOG 

fcleFy* G?l -A*3 8156 
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ARCADE 



THE GAMES 

SUMMER EDITION 



T his latest sports simulator is linked 
to the Seoul Olympics and the play 
er is invited to compete in eight 
events, namely: Archery, Velodrome Cycl- 
ing, Diving, Hammer Throwing, Hurdles, 
Pole Vault, Rings and Uneven Parallel 
Bars. 

After an opening ceremony portraying 
Korean travelogue pictures, you are pre- 
sented with a mop of Ihe Olympic Village 
with icons representing roch of the eiyht 
events placed in the relevant stadiums. 
Position the cursor over the event you 
want to practice - and practice is highly 
recommended, if only to see what lies be- 
fore you! To begin select the H GTHER OP- 
TIONS' icon and then decide which coun- 
try you wish to represent. You may com- 
pete with two or more 'human' players or 
against the computer. 

ARCHERY entails setting the tension on 
the bowstring and aiming at the target, 
taking into account the changeable wind 
direction factors. This is the ONLY event 
that doesn't require a time limit. 

VELODROME CYCLING presents a 3D 
view from behind two cyclists (with an 
aerial view of the whole stadium along- 
side), one of whom is under joystick con- 
trol. Speed is built up by frantically wag- 
gling the joystick, but it is also possible to 
■slipstream"" directly behmd your opponent 
to save energy and effort, and then make 
a break for the line when ready, 

DIVING appears to be easy r but it is more 
difficult than you think. Set the desired 
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tension on the 
springbtxard arid 
away you go. The 
spring must be 
precisely timed to 
allow any of the 
16 possible dive 
variations to take 
place. 

HAMMER 
THROW takes a 
while to gel used 
to. Waggle the 
joystick and watch 
vour thrower turn 
faster and faster,, 
then hit the fire 
button at the correct moment and away it 
goes .... try letting go whilst he hammer is 
fating directly ul you!! 

HURDLES again, your success is really 
down to the speed of your joystick wag- 
gling prowess, although precise timing of 
your leaps over the hurdles is { racial if you 
don't want grazed shins. 

POLE VAULT allows you to view your 
va alter from the front. Speed him up by 
moving the joystick left and right in syn- 
chronisation with his foot movements, 
plant the pole correctly and over you go 
L . JL hopefully! 

The next two events take place indoors 
and are a little more complicated, however 
you will find comprehensive instructions 
for these latter two (with diagrams* in the 
game documentation. 

THE RINGS require you to move from 
position to position in a graceful 
sequence to attract maximum points, 
waggling the joystick at a certain 
speed to perform the move indicated 
by a flashing icon on the screen, 
THE UNEVEN PARALLEL BARS is in a 
similar vein, but you simply push up 
or down to select the direction of mo- 
tion and your little gymnast does the 
rest. 

The graphics are extremely varied 
due to the different events but are 
always of a high standard. Anima- 
tion Is smooth and there's plenty of it 
throughout this particular package. 
There are also some nice humorous 
loaches, as in the Archery event when a 
disgruntled Little mole appears cursing in 
'Korean' if you should bury your arrow in 
the ground below the target, Yourcompetl* 
tor will also be seen crying like a b]y baby 
if he tails to come up to scratch on the 
indoor events! 



much practice 
will be required 



Sensible control systems make it easy for 
anyone to get into the game straight 
away, but cleverly designed events mean 
that much practice will be required. The 
only drawback with this type of package is 
the amount of disk swapping and the time 
lapse between events. This ST version 
comes on four disks so be prepared for 
many delays. 

The Games - Summer Edition is a useful 
nruiJli- format sports simulation and this 
makes it a winner for athletics fans or 
otherwise. 



SIGH! ^ SOUftO Both digit- 
ised and 3D graphics are utilised 
and are very impressive. The 
music is fine with great sampled 
sounds and spot FX, and the 
occasional humour ties in nicety 
with the general 'feet' of the 
game 

GAMEFUkY Smooth execution 
of most of the events and so 
much variety that you'll be spoilt 
for choice 

VERDICT - The complete lay- 
about* s chance to compete in the 
Olympics but have a spare 
joystick warmed up, just in case!! 



A 



ATARI ST SUPERDEALS 
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Sixteen Bit Superdeals from the Sixteen Bit Specialists ! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 



520 STE Power Pack 

£359.00 

inc. VAT and Next Day Delivery 
Power Pack includes" 

520 STFM 512K Keyboard wilh Built-in 1 Megabyte Cli&k drive and TV 
Modulator 

Over C550 worth at games soMware. including OulRun. Gauntlel 2, 
R-Type. Space Harrier. Super HangOn and 16 rnort? Top Games 
Organiser Business Software including WORD PROCESSOR. 
SPREADSHEET and DATABASE. 
First BASIC and Firsi Music Utility Software 
FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 
All leans manuals PLUS MOUSE and free mains plug 1 
REMEMBER! Many STs do nol come with BASIC - ours come 
ST BASIC REV D by Metacomca 



J EL 



520STE Explorer Pack 

£279.00 

-* EicpiQ^^r Pack includes 520STFW 51 2K Keyboard with buil?-n 1 Megabyte Disk 

Drive and TV Ktooulalor 
+ 1 FREE Game ST Tutorial and METACOMCO Basic wonh £25 00 
* All Leads. Manuals PLUS MOUSE and FREE Ma-ns P jg' + f-me mouse mai wcm W 95 




1040 STE Super Pack 

£479.00 

* Includes :he new i megabyte 10405TE keyboard plus £450 wann of software . 
Comprising 21 games and Organiser Business Software. Also includes 
Metacomco BASIC. Mouse Pac. all Leads. Manuals and Mouse 

* 1040 STE key&oaro without software £J3900 



1040STFM Business Pack 

£439.00 

Business Pack includes: 

* Alan 1040STFM Keyboard with 1 meg memory and 1 meg t>u t- m d»sk drive 
p JS TV rrwJulalor. 

* wqit o' Business $ohwar* ir^luding MICROSOFT WHITE word processor |E150>. 
SUPER BASE PERSONAL D*1d3af.e :£60) and VI P PROFESSIONAL Lotus 123 
Spreac-snea: clone iClSO}. Metacamca Basic !£25 ODi 

+ Am leads, manuals and mouse. 



MEGA 1 BUSINESS PACK 

£529.00 

Features: 

* Separate Keyboard and System LJnil 

+ All the Soltware included wiin 1040 STFM Business Pack. 

* Slitter chip installed for faster graphics 

inc SM 124 Mono Monitor £G2B 00 



ACCESSORIES 

Ovickshel II Turbo Joystck £9.95 BrarxJeo Memore* 3 5" DS OD Disks 

Cc^oeiflicn ^ro 5000 Joy sack C1 3 95 Box Of 10 1 £13.95 

Competition Pro with AuloIke ....£14 .95 Memore h Disk Box 

Konut Speedking Joystick £11.95 For 40 3 5 M Disks ..Efl.95 

Red Mouse Mai wilh Amiga logo... £5. 95 Amiga 12 Meg Expansion £119.95 

Rain blue Mouse Mai £4 95 Control Cenin* Atan or Amiga £39.95 

Contriver Amiga and £T Mouse wilh FREE Holder and Mouse Pad £20 95 

~ PRINTERS 

Star LC24-10 24 pin incl. lead ST/Amiga E249.00 

Star LC10 including interface lead lor ST/Amiga C1 69.00 

Star LC 10 colour including interface lead for ST/Amiga £219.00 

Citizen 120D including interface lead for ST/Amiga £159.00 

5EIKOSHA 80 COLUMN PRINTERS - AMAZING PRICES 

Seikosha 9 pin NLQ including interface lead for ST/Amiga £139.00 

Seikosha 24 pin LQ including interface lead for ST/Amiga £239.00 



AMIGA A500 
GAMES PACK 
£399.00 

tnc VAT and Next Day Delivery 
BAT Games Pack includes: 

* Amiga A500 51 2K Keyboard with Built-in i Megabyte disk drive 

* Free TV modulator worth £24 .9& allowing you lo use the Amiga with 
a normal TV. 

* DELUXE PAINT II and PHOTON PAINT Graphic Packages 
WORTH over £100! 

* FREE, only-just-released BATMAN - THE MOVIE games software. 

* NEW ZEALAND STORY arcade games software. 

* F16 - INTERCEPTOR - amazing 3D llight simulator software. 

* A lurlher £230 worth of Games Soltware. including BUGGY 
BOY, MERCENARY, BARBARIAN. WEB ALL A six more games. 

* FREE MOUSE MAT worlh £4.95 

+ Amiga BASIC, Amiga EXTRAS 1-3, Workbench 1 .3 PLUS (he 
Amiga Slep by Slep Tutorial. 

* All leads, manuals PLUS MOUSE and mains plug 



AMIGA t MEG 
BAT GAME PACK 
£529.00 

1 Meg Bat Games Pack includes: 

* Fitted 1 Megabyte Memory Expansion + Rea. Time Clock Card 

* Everything lisied lor the A500 Bat Game Pack 

* DRAGON'S LAIR 1 MEG MEG AG AM E 



AMIGA A500 

CLASS OF THE 199CTS 
BUSINESS + EDUCATIONAL PACK 

£549.00 

FEATURES 



* Amiga A500 + TV Modulator 

* Midi Interlace + Software 

* Kind Words II word processor 

* Page Setler DTP 

* Super Base Personal 
Database 



* Mawplan 500 Spreadsheet 

* Amiga Logo. BBC Emdalor. 
Deluxe Paini II 

+ Mouse mat, 10 blank disks 
and disk wallet 



EXTERNAL DISK DRIVES 

Atari SF314 1 Megabyte.. £139,00 

Amiga Ai 01 01 Megabyte £109.00 

Cumaria 1 Megabyte Atari or Amiga £89.95 

NEC 1 Megabyte Atari or Amiga £79,95 

Atari Megalile 30 Hard Disk £439.00 

New! Commodore A590 20 meg hard disk £369.00 

A 5 90 Hard Disk + Memory Upgrade inslalled Phone 



MONITORS 

Commodore Amiga A1Q64 Stereo colour Monitor inc lead .... £249,00 

Alan SC1224 Colour Monitor mc lead £259,00 

Atari SMI 24 Mono Monitor including lead £ 104.00 

Philips CM6833 Stereo colour monitor inc. lead for ST or Amiga £259.00 



CREDIT CARD 0RDERLINE 0908 378008 * 

To order: eillter call ttie credit card order lire above wilh your Aecess-'Visa credit card details or make a theque/PO payable la Digicom Computer Services Ltd. 

and Sflnrj f| with pur order to the address below. We've mould Do larger premises ■ Callers masl we I come;! 

DIGICOM ih 

Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 ZAZ VISA 

All prices include VAT and next day delivery by courier H1H 




John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 
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BUILDING PATCHES 



The most interesting program for me is the Patch 
Editor. The PSS's front pun el gives you access to only 
nine of its voice parameters Dave's program now 
makes it possible to get at the rest via MIDI System 
Exclusive facilities. It lists 36 voice parameters on the 
screen, and you just key new values into them as 
required. Push one button on the PSS and you can 
instantly play the new voice patch you've created. 
One small snag - there's nothing to explain what these 
parameters actually are or what they do! Useful clues 
can be gleaned from the section of the PSSs instruction 
manual entitled "Exclusive Data Format". It doesn't 
explain things in detail but the information there plus 
o little experimentation should soon give you 0 basic 
understanding of which parameter does what. 
The Patch Editor con only download voices to the PSS s 
voic e banks, so you can't upload an existing voice to 
inspect or modify its parameters. It does have disk 
save/ load facilities though, so once you've created a 
voice you can store it for Joter use. On bootup the 
program provides parameters for a 'default' voice, and 
this plus the supplied sample patches give you a good 
starting point for experimentation. 
This program means we now have a way of collecting 
and distributing PSS voice patches. If any of you create 
patches you're particularly proud of, why don't you send 
them to me (care of Page 6} for possible inclusion on a 
future PSS Voice Patch Library PD disk, or publication in 
this column? Send them on disk (with SAE please, if you 
want it returned?) , or just copy the parameter names and 
values from the editor screen onto paper and send that. 
Dave Gymer shared his work with the Atari community - 
here's your chance to do the same and help repay him. 
Everybody benefits, so get cracking now! 



PSS MEMORY DUMP 




ast issue's announcement about the arrival of 
the ST public domain software for the Yamaha 
PSS-4S0 and 680 home keyboards seems to have 
created quite a stir! The new PSS disk in the Page 
6 PD library is an instant hit it seems, so there 
must be an awful lot of you PSS owners out there. For 
those who haven't got the disk yet, here's a few details to 
whel your appetite. 

The programs were written by David Gymer of Louth, 
Lines., who needed certain MIDI utility programs for use 
with his PSS-480. As there was nothing available com- 
mercially he decided to create them himself. Like many 
programming enthusiasts Dave is letting the rest of the 
ST community benefit from his hard work by releasing 
the code into the public domain. Thanks Dave, it's very 
much appreciated! 

The PSS disk contains several useful utilities, including a 
PSS patch editor, a drum machine program, a MIDI 
System Exclusive librarian, a music tablature sheet prin- 
ter, and a few sample voice patches and drum patterns 
to get you started. As a bonus r Page 6 have added several 
song files in Acti vision's Music Studio format arranged 
specially for the PSS machines. There's also (very) brief 
documentation on disk for each of the main programs. 



The next program is the System Exclusive Librarian, 
which allows you to bulk dump the PSS's memory into 
the ST using MIDI System Exclusive facilities. This means 
you can now capture and store the five voice patch 
memories, the onboard sequencer's five melody and 
chord memories, and the rhythm pattern memory. So, 
anything you can customise on the PSS can now be 
saved to disk for reuse at any later time! 

Even better, each of these items can be split out of the 
bulk dump and saved as separate files, so you can build 
up libraries of voice patches, songs youVe sequence^ 
and rhythm patterns. These are really great facilities to 
have and will add enormously to your enjoyment. The 
only extra I'd like to see is a way of splitting the sets of 
five voice patches out into separate voices so you could 
load them individually into the Patch Editor. Any chance 
of implementing this, Dave? 

The drum machine program turns the PSS into a drum 
machine (surprise, surprise). Instead of the PSS's single 
two bar drum pattern capability, this utility lets you 
program as many different two bar patterns as you wish, 
via a very easy to use grid based editor. These may then 
be linked together and looped as required to form the 
rhythm track for a complete song. There's a fixed choice 
of only nine percussion instruments from the PSS-680's 
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set of 32, and you can't synchronise the rhythm with the 
PSSs internal song sequencer - you have to play along 
Tive r with it. But then at the price, whos complaining 
The final program is rather out of place on the PSS disk, 
□s it s a utility for printing out blank guitar tablature 
forms. Guitarists sometimes use these as an alternative to 
conventional notation when writing music down on 
paper. There's not much to say about it really, except 
that it's designed to use the IBM character set on Epson 
compatible printers, and seems to work OK. 
Overall, I can't see how any PSS owner would want to be 
without this disk. It adds enormously to the enjoyment of 
using the instrument and at £2.95 it's unbeatable value 
for money! 

GOING ONE BETTER 

I Ve been using my PS5-680 for well over a year now r 
and have learned a tremendous amount about MIDI and 
electronic music making from it. But - the upgrade bug 
recently struck, and I succumbed to the charms of a 
Yamaha YS-200 synthesiser, [f I was amazed by the 
PSS-680 when I first got it r then I've been knocked 
breathless by the YS 2001 If you're contemplating uj> 
grading, or Just want to start with a more professional' 
instrument you may be interested to hear about the 
differences between this type of instrument and the basic 
PSS machines. 

First and foremost is the sound? I fell in love with it the 
first time [ heard It, as the instrument produces some 
gloriously rich sounds. As supplied it has 100 preset 
patches, plus a further 100 programmable memories for 
your own patches. These can be saved on an optional 
32K RAM card if required. An additional 100 presets can 
be plugged in on ROM cards r so you can have up to 300 
different on board voices available if you wish. 

It uses the same basic synthesis method a* the PSS 
machines, but employs a much more complex version of 
it. It's called Frequency Modulation (FM) synthesis, now 
considered old fashioned by the pundits as it s been 
around for about 5 years. The PSS machines use the most 
basic form of FM H using only two interacting digital 
waveform generators (called operators'), The YS-200 has 
four operators, and these endow it with a far richer 
sound than its little brother, Also r these operator may be 
interconnected Ln several different ways (known as 
algorithms ) to produce sounds which are impossible on 
the PSS. For instance, you can synthesise the sound of a 
whole orchestral string section, rather than just that of a 
single violin as on the PSS. 

If you think 36 patch parameters on the PSS is bad 
enough you should see what you have to do with a four 
operator machine! To give Yamaha theLr due, they've 
fitted the YS series of synthesisers with Easy Edit' fea- 
tures, which considerably simplifies the job of patch 
editing but, as on the PSS machines, this cuts down the 
control you have over the parameters and restricts the 
possibilities. So, for total control of all the parameters 
you have to use an ST based patch editor, 

DIGITAL EFFECTS 

The YS-200 also has a built-in stereo digital effects 
processor, and this contributes massively to the quality of 
the sound, it can add a wide range of hall room, or 



plate reverberations, delays, echoes, distortion, gated re- 
verb, and reverse gated reverb to the synthesised sound. I 
particularly like the reverhs P as they add a smoothness 
and spaciousness to the sound that's a joy to hear. 
Like the PSS, the YS-200 has a built-in sequencer, but 
this one s much more advanced. It has eight tracks, each 
with eight voice polyphony, [n comparison, the PSS has 
only five monophonic tracks. As well as real-time record- 
ing it also has step-time, punch-in/punch-out quantize, 
and song edit fac ilities, and your sequenced songs can be 
saved out onto an optional RAM card for long term 
storage. In fact, it has most things an ST based sequencer 
has, but it's not nearly so easy to use. 
The other big difference is that the keyboard is designed 
for adding expression to your music. The Y.S-200 keys tire 
full size, unlike the mini-keys on the PSS. Also, they're 
velocity sensitive so hitting them faster produces a louder 
sound. They're also aftertouch sensitive, so pressing them 
harder after the initial depression can trigger additional 
effects, such as vibrato, tremolo, wahwah, or tone shifts. 
Unlike the PSS, the YS-200 can't produce sound on its 
own. You have to plug in headphones or a separate 
amplifier and speakers to actually hear anything. It 
doesnt have the automatic play 'fun' features of the PSS 
either - you have to play this beast for real. It's only 
eight voice multitimbral compared to the PSS's twelve, 
and you have to manually allocate voice polyphony to 
MIDI channels. This is a real pain after using the PSS s 
dynamic voice allocation feature. 
As you can see, making music can become rather more 
complicated when using more upmarket equipment This 
could mean you have to spend MORE time on the 
technology and LESS on the music, which is not the idea 
at all! It s here that the ST running good software can be 
of great benefit, taking care of the complexities for you. 
In future articles I hope to be able to look at some of 
these products in detail to see how much they do help. 

MIDI-MASTER 

Remember I mentioned MIDI Master (the MIDI interface 
for the 8-bit machines) a few issues back? The reason I 
haven't mentioned it since is because we've had great 
problems finding Molex plugs with which to connect it to 
the 8-bit machine s serial port. Well, we finally found 
enough to make up just 32 interfaces, und are in the 
process of getting these manufactured. Soon, 32 lucky 
8-bit owners will be able to buy them and start making 
music via MIDI, If they're ready by the next issue I II tell 
you more about it then. In the meantime, if you know 
the whereabouts of any unmade Molex plugs (plugs 
made up as leads will not do), please tell us, as I'm sure 
the demand for MIDI -Master will far exceed the current 
batch of 32] {Ail 32 were .roW within a week of the prelimin- 
ary announcement, Even though they were not, at the time, 
available - Itfj 

That's all for this time, folks. Dan t forget to write to me 
(care of Page 6) with your music queries, suggestions for 
things you'd like to see covered, or to send those killer 
PSS voice patches you d like the world to know about [Tl 
be delighted to hear from you. 4 



THE PAGE 6 PSS DISK 



Tb& PAGE 6 PSS DISK for YtmBhm PSS mrtos fm 
svalfabfe from PAGE 6 PU&USNtNG, P,£X S&x 54, Steftvrd 

SUB tORpric*£2JK. 
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>4fT tfjcarnpte of the various icons that may be used in Neodesk. 
Those in the window easiiy and quickly show different versions of 
work in progress. On the desktop are icons tor frequently used 
programs, any of which may be run dtrectiy from the desktop 
without opening any windows, just double chek on the icon. All of 
the icons are user definable. 
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Fiies may be shown as text and there is a wide chotce of 
information that can be shown or not Here small text is used but 
the normal size that GEM uses is available, Information not 
normafty required such as date and time c#n be excluded and 3 
Template option atlows you to show only hies with parttcutar 
extenders or filenames. Full wildcard selection is available. 



f you are a serious user of the ST then r like me, you prnbfjbly don't buy that 
many programs. Once you have found the proyrams that suit your particu- 
lar use of the computer then you tend to stick with them. In my case the 
programs that I use most are Fleet Street Publisher cmd Pretext with maybe 
four or five regularly used utilities and it is very rare that I actually need uriy 
other programs. In order to actually buy something new l need to be sure 
that it will get as much use as the other programs I have. I bought Neodesk, 
after seeing the public domain demo version and it certainly lives up to the 
aforementioned criteria, in fact it has become the one program that I use 
every time I boot up the ST and J now wouldn't be without it! 

A TOTALLY NEW DESKTOP 

Nfeodesk completely replaces the GEM desktop and provides 0 totally flexible 
environment that addresses most of the problems of GEM and adds many 
new features that you may not have even considered but which quickly 
become indispensable. The most obvious new features are the user definable 
icons used to replace the standard GEM icons and, whilst at first these seem 
rather gimmicky, they quickly provide a much faster way to recognise ail the 
different files on your system enabling you to work much faster. 

Working faster is one of the major advantages of Neodesk. The GEM style 
windows are retained but the 'grow and shrink' boxes are dropped and other 
features added like a 'go to back' button. There ii no horizontal scroll bar, 
instead all files ore fitted into the available width meaning that only vertical 
scrolling if required. If you are viewing in text mode then even that may not 
be necessary as you can use small text and take out non-essential details like 
time and date. In this way over TOO files con be shown in a window! Most 
users will find that more them adequate. 

The various drop down menus of GEM are either replaced or enhanced and 
little problems like not being able to rename 1 folders are solved. Much more 
information on disks or hard disk partitions or files is available and Neodesk 
can give your disks unique volume names which can be quickly and easily 
changed. Have you tried doing that with GEM? 
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Here tties ere shown as text with the details of si2e, date and ttme 
removed Neodesk fits as many files as it can in the window, 
according to the amount of information you t?ave selected. In this 
.'nstance there are 78 files in full wew. These can be quickly 
svvitched to single column if it is easier to view them &wti way. 



MANY MORE OPTIONS 

Formatting floppies and copying information is now a real ioy since there is 
a built in formatter that allows you to select the number of tracks and sectors 
per track and use a 'twister' format for faster loading. Copying from disk to 
disk is much faster and gives you the option to copy with or without format 
or to just copy all files, much better than trying to highlight them all in a 
window, 

Copying files in general becomes a delight as Neodesk will try and copy in 
as few passes as possible and in the quickest way. All files to be copied are 
first read into memory and are then written out to the destination disk with 
a progress report on screen as you go. An added bonus, much used, is a 
Move function which copies files to other drives and also removes those files 
from the original drive. On a hard disk this is much, much faster than a 
standard copy and then delete. 
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Having wasted a lot of money in 
the past on programs that don't 
perform, Les El ling ham needs to be 
convinced that a program is really 
useful before buying it. 

Does Neodesk aualifts? 



Heal).^ Hli II- l,rt 

E E 



x 



j Cor he [IntH 



" 5" »"T Bjf 

! Mm: IJiJ* ! m.'m I BTB! 




iH?lii burti mil, 1 5H1II Ira 



TTTT 




The comprehensive Neodesk Control Panel has more features 
than trie GEM version iriciuding a useful corner clock that stays on 
sewn throughout most programs, even those that don't use 
GEM. Again note the icons along the top. personalty selected If 
you don't like this Style choose someth,ng that you do like' 



A lot of the facilities available, once selected may be saved in a desktop file 
but unlike GEM, any number of different desktop files cun be elated and 
saved. If you switch between colour and mono then Meodesk will recognise 
and load the appropriate desktop so that you always have the best setup 
Hovmg the best setup is one of the real advantages of the program and 
perhaps its strongest feature is the ability to take any program out of a 
window and drop it on the desktop. This means that your most used 
programs can be run dltsctiy from the desktop without ever opening a 
"tndow and it doesn't matter where those programs are or in what folders. 

CREATE YOUR OWN ICONS 

There are many other facilities that i have not mentioned such as the ability 
to perform a warm or mldsturt from the keyboard, the use of key commands 
to replace all drop down menu items and many others. The one extra feature 
that must be mentioned is the [con Editor which enables you to create your 
own custom icons. This is an easy to use grid editor., much like a sprite editor 
with which you can amend any existing icon or create your own. Alterna- 
tively separate icon files can be loaded in and individual icons can be added 
to your pe^onal collection. Several hundred such icons are available in the 
public domain. 

ESSENTIAL FOR HARD DISK USERS 

Neodesk really comes into its own when used with a hard drive but it can be 
used quite effectively in a twin drive system. On a single drive its use may be 
quite limited since it needs to reload each time you exit a program but even 
then many of the facilities may prove to be quite useful. 

For Hara Disk users I would say that Neodesk is almost indispensable and il 
used with the shareware programs Headstart to autoboot and the Little 
Green File Selector, which is everything that the GEM selector boxes should 
hove been, it will transform your ST into a totally different, much more 
flexible and more powerful system. I cannot recommend Neodesk highly 
enough, it is now the one program that is used more than any other I own 
ana worth every penny of its price. 

Neodesk cost* £39.95 and should be available from most reputable ST 
retails, although it S e*ms a little difficult to locate. A public domain demo 
vei^on is available from Page 6 price £2.95 and is highly recommended if 
you are not quite convinced that your system needs upgrading 



4 number of standard icons are available with Neodesk but if you 
don 't like them you can quickly and easily destgn your own with 
the Editor supplied Other, ready drawn, icons are available in ihe 
putotc domatn and most of those used in the setup illustrated are 
taken from the Page £ Library disk ST226 which contains hun- 
dreds of icons and an excellent demo version of Neodesk 
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Neodesk contains a useful pnnter feature that allows you to 
configure your prtnter and queue various fries for printing no 
matter where they are on the disk. To print tiles you can lust drag 
them to the printer icon or use the queue . Ail printing to carried 
out as a background task so you can get on with other work 
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Lots of options may be set and the desktop can be saved in a 
variety of ways, Uniike GEM, you are not restricted to one single 
format and can save several different desktop setups. Neodesk 
saves separate mono and colour desktops so that if you switch 
between each, the refevant desktop setup is loaded, 
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FERRARI 
FORMULA I 



The strains of Fleetwood 
Mac's 'The Chain' 
echoed in my mind as I 
looked at this game. Sadly the 
loading music was not a 
patch on this but the game 
certainly was. This on© claims 
to be a Grand Prix Motor Rac- 
ing simulator which is an apt 
description, Jhe packaging in- 
cludes a comprehensive in- 
struction booklet that needs to 
be fully read and unce r stood 
in order that the utmost value 
may be gained. 
It 1$ passible to quick start the 
program and use the mouse 
to steer r accelerate and 
brake but that degrades the 
program to a poor car race 
game of which there are sev- 
eral comparable and same 
better visions. The interest in 
this is from the pit modifica- 
tions and the changes 
needed to suit the Ferrari to 
race on each of the Grand 

Prix circuits Of the world. - 



The game proper 
starts before the 
opening ot the 
1 9B6 racing sea- 
son at the test 
track in Italy and 
here, otter perusing the manu- 
al, if is possible to select your 
favoured gear, suspension, 
tyre and engine settings or rely 
on your chief mechanic's 
advice which is normally fairty 
good Once the settings are 
decided, and practice at the 
test track has you feeling con- 
fident, It Is possible to acceler- 
ate the real time dock to the 
next race. Once more prac- 
tice and qualifying rounds 
give room to fine tune and 
renew the engine and other 
parts so that the real race 
may take place. 
The track scrolls in the manner 
of Pole position with semi- 
transparent opposition 
appearing and disappearing 
round bends, It is possible with 




FACTS 



Title: 

Publisher: 

Price: 
Reviewer: 



FERRARI FORMULA I 
Electronic Arts 
£24 99 

Damon Howarth 



practice to win races and 
obtain points on the Grand 
Prix table, but make a mistake 
and you could be hospitalised 
for many days even missing 
the next race. 
The sound effects are weak 
and unconvincing,, the 
graphics bear only fleeting re- 
semblance to the tracks con- 
cerned, although all major 
chicanes or trademarks are in- 
cluded. Perhaps this game 
does not want judging as an 
arcade race game but rather 
as a long term tactical simula- 
tion. 

I enjoyed it as a challenge 
and also on the level of under- 
standing the problems a 
Grand Prix team faces 
throughout a season. 



SIGHT & SOUND 



The spat effects and engine 

noise are weak whilB the 
graphics only adequately con- 
vey me tmpression or itw racv 
track 



GAMEPLAY 



Tactically interesting, learning 
to control ff» Car is a chal- 
lenge but if is not a fast arcade 
game r merely on acceptable 
race game 



VERDICT 



A good simulation at a Grand 
Prix season - only buy tf that is 
your interest 




FACTS 



Title: PALADIN 
Publisher: Omnitrend/Arlronic 
Price: £19.95 
Reviewer: John Sw#aney 



Mit*J i 74* 
Health: 18ft 
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PALADIN 



SIGHT # SOUND 



Average graphics, adequate 
tor the type ot game; minimal 
sound effects 





EP 



stow ana cumoersome tn 
places, but sufficient variety to 
keep you busy tor a tew hours 



VERDICT 



Nat a great game, but good 
VOtue it you want to build your 
own dungeons 



Paladin is an RPG which 
uses a bird's eye view 
of your men and the 
terrain around them similar to 
the battle sequences of the 
Ultima series and the SSI Fan- 
tasy RPG-S. but spread over a 
much wider scrolling area 
There are 10 short quests to 
fulfil, after each of which your 
Paladin may Improve in his 
abilities The quests can be 
played in any order (apart 
from two which are linked), 
You get some helpers in each 
quest: Swordsmen. Mages 
(with half a dozen spells at 
their disposal, e.g. Detect 
Door, Invisibility, Fireball), 
Thieves and Rangers (who can 
use a couple of the spells). 
Scattered around may be any 



of 13 items, such 
as Crossbows, 
Amulets of Lega- 
tion, Potions of 
Healing and Orbs 
of Fire. The objectives involve 
rescuing prisoners, finding 
scrolls, killing enough of the 
enemy and escaping The 
enemy range from Dragons 
and Trolls to Sorcerers and 
Spirits, all deadly! 
Play is almost entirely mouse- 
driven, Each of your charac- 
ters is given an allocation of 
Movement Points each turn, 
based on basic ability, load, 
health ond vitality. Every ac- 
tion - moving, fighting, etc. - 
takes a certain number of 
MPs. Once you have moved 
all your guys then the enemy 
gets to use his MPs which con 
be quite deadly as each 
enemy may be able to aim 
multiple blows at your guys, 
and you can only save at the 



END of the enemy phase 1 
Unfortunately the mouse 
reacts very slowty and there 
ore not enough icons on the 
screen. For example, there is a 
Sword Icon for Attack, bul 
none for Cast Spell. Instead 
you have to hold down SHIFT 
wh»le clicking on the Sword 
Icon! Weird I Simitar strange 
combinations of key-strokes 
and mouse clicks have to be 
used to switch characters, 
turns, or to end your turn. The 
other downer is that It is all a 
bit slow, the screen scrolls 
slowly every time you move a 
character, and slow GEM win- 
dows open to ask you ques- 
tions. Dungeon Master it ain't! 
The biggest bonus is that you 
can create your own quests. 
The game includes a com- 
plete Dungeon Editor with 
over thirty terrain types for you 
to build your own overland 
adventures or dungeons. 
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DRAGON 
SPIRIT 



Dragon Spirit is a con- 
version of an arcade 
game that still pops up 
in some local pubs and 
attracts some interest. Basical- 
ly it is a scrolling game in 
which the object is to drop 
bombs on, and breath flam© 
jets, at the opposition - evil 
minions of a cruel serpent 
demon. The player is, in fact, a 
large three headed dragon 
and is going to save the Prin- 
cess Alicia. There are of course 
tfie mandatory end of level 
monsters to defeat to progress 
to each of the 8 levels all of 
which need the acquisition of 
bonus eggs and germs to en- 
sure the full killing power of the 
creature. 

This game comes with a 
sparser set of Instructions than 
even the Capcorn series, (why 
Is it that software companies 
assume that everyone has 
played the original arcade 
game?) but fortunately this is 



not too great a 
handicap since 
most becomes 
clear after brief 
playing. 
The game pre- 
sents □ slightly different fight 
on the scrolling game 
although there is little that Is 
different In the actual game- 
play. The overall impression is 
that this is a workmanlike con- 
version that keeps most of the 
original's features and does 
not lose too much in the trans- 
lation. 

The scrolling is reasonable 
and the sound effects are 
adequate, although somehow 
though it did not generate the 
excitement or desire tor re- 
peat ptayings that I experi- 
enced in Xenon 2 for 
example. 

The graphics are pieasant 
and unassuming, allowing 
some perspective sprites to 
loom out of the distance and 




threaten the creature. I felt 
that a great deal of what the 
gome had to offer had bee 
done before and in some 
cases better. Had this gome 
appeared twelve months ago 
I would have rated it as an 
innovative version of Sidewin- 
der or Xenon as it's only claim 
to originality Is the dragonisa- 
tion of the hero which to me 
does not make o great deal 
of difference in the end. 
I* there are still players who 
enjoy this form of scrolling 
shoot-em up then It will satisfy 
their cravings but it Is fairly 
bland and does not have the 
charismatic quality to make It 
a cult or even well remem- 
bered game, 



FACTS 



Tile; DRAGON SPIRIT 

Publisher: Tengen/Domark 
Price £19,99 
Reviewer: Damon Howarth 



SIGHT a SOUND 



The spot effects ore relevant 
and the sound track ordinary 
graphically ff is quite pleasing 



GAME PLAY 



An accural* but sHghtiy slow 
#n the pulse rate 



VERDICT 



A sort of plain vanilla typo at 
game - nothing to COnCteflnn ft 
out ttftie to praise ft either 



FACTS 



Title: WAR MACHINE 

Publisher: Smash 16 

Price; £4 99 

Reviewer John Davison jnr 



SIGHT & SOUND 



The graphics am not the best 
yqu'H ever see, but they are 
both tost ana" colourful. The 
high Quality sovru 
pies to great effect 



GAME PL A Y 



A very addictive 
Advent-re. which j's on a mas- 
sive 



VERDICT 



Tremendous value tor money- 
One of the best budget re- 
l*o$e* i have ever seen 



iK 1 
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WAR MACHINE 
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C. ammunicatians with 
tne mining installation 
on planet XR2 7 B have 
been lost. It is believed that 
the problem Is caused by the 
dreaded enemy, The Alien 
Syndicate. You hove been 
selected for a dangerous mis- 
sion: to destroy the Alien 
Queen and her breeders. If 
you fail the legions of the syn- 
dicate will swarm across the 
entire universe leaving a trail 
of destruction m their wake 
War Machine is basically a 
large multi screen arcade 
game which has your charac- 
ter zipping around the colour 
ful mining colony trying to des- 
troy various pieces of alien 
equipment, You also hove to 
find the parts of a special 



fr- ■**■ , at 

rrf 



""secret weapon' 
which is needed 
to kill the Alien 
Queen. Roaming 
around the mining 
colony are the usual bug- 
eyed nasties, who try to hinder 
your progress Also you'll en 
counter deadly acid pools 
which are conveniently 
placed to drain away your 
energy at different stages of 
the gome. 

The graphics are very bold 
and colourful, and whilst not 
being the mast well defined 
and hfcghly detailed, they are 
very effective. The action is 
fast and the multi coloured 
aliens, coupled with your rain- 
bow coloured laser beams 
and the weird and wacky 
backdrops make the game a 
positive feast of psychedelic 
vision. As with so many other 
releases recently, the sound is 
sampled. The noise of your 



powerful laser weapon is very 
satisfying, as are the deafen- 
ing explosions when you des- 
troy something. The music on 
the title screen also involves 
sampled voices and te most 
effective. 

I found the game very enjoy- 
able to play, but the icing on 
the cake which makes this 
game even better is its price - 
it J s just £4.991 If only we could 
have more software of this 
quality at this price! 
War Machine Is both colourful 
and fun to play, is amazingly 
addictive, and it gives more 
value for money than any 
other game released so far 

'more value for 
money than any 
other release' 
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STRIDER 



Another arcade conver- 
sion from Capcom, with 
the normal lack of in- 
structions found with these 
games. Fortunately the game 
is joystick controlled and a 
brief trial shows the enjoyable 
nature of this beat "em up 
game, 

The scenario casts the player 
os Strider the super powered 
owner of some form of hi-tech 
(or magical) titanium swotd 
who has. for some reason, to 
infiltrate the Russian Red Army 
and bring back State secrets. 
For some reason the Red Army 
is headed by an equally pow- 
erful superhuman who has to 
be defeated in the final 
screen. 

The infiltration fakes place to 
loud music and soot effects 
and fast, furious action but 
there is a key do a r d option to 
pause the game so you can 
work out the neat strategy. The 
instructions neglect to mention 



that a small flying 
saucer needs 
liberating to be 
your pet and re- 
flector for your 
sword's laser 

blasts It took me quite some 
time to realise the floating 
piece of metal that dwelt 
within the racket was in fact 
friendly and that it was at 
times indispensable. 

The game scrolls across highly 
colourful and detailed screens 
and the intelligent control sys- 
tem allows a vast variety of 
poses for Strider as he hack^ 
and slides his way to the gaol 
at the end of the level. The 
enemy sprites are well desig- 
ned and actioned well, and 
some possess a degree of in- 
telligence that is almost dan- 
gerous (he backgrounds 
show a great deal of imagina- 
tion ond imbue a strong scien- 
ce fantasy feel to the gome, 

Eventually I found myself en- 




joying this game, and realised 
that a great deal of joystick 
waggling had passed unno- 
ticed, so much so I missed two 
appointments! Despite the 
rather gung-ho story line, 
which In this current thawing 
of the cold war may seem 
irrelevant, the gome is rather 
good. I suspect that the 
screenshots on the box are 
taken from the arcade version 
since, although fht> ST 
graphics are colourful and 
strong they do not really com* 
pare to those on the box. The 
gome has enough uniqueness 
and slick movement about it 
to make it a favourite for hack 
and slay merchants and It 
even contains an element of 
tactics in it. 



FACTS 



Title: SAFARI GUNS 
Publisher New Deal 

Production* 
Price: SI 9.95 
Reviewer: Damon Howarlh 



SIGHT & SOUND 



Visually colourful and full of 
jungle flavour, the sampled 
animal noises are initially 
atmosohenc but subseauentiv 



GAMEPLAY 



fj-i jnJi — - — — _J JJ- jm-m ■— ■ Li-mi j Llp wM _■— b 

rait ono smootn tn ptay Din a 
long time in loading, me idea 
becomes repetitive otter time 



VERDICT 



I enjoyed the game, but only in 
smalt doses The concept is 
novel and me pome 

J ■ J- ■ , i, 

iOF JnOr 



Shades of Armahd and 
Michaela Dennis and 
David Attenborough! 
This target shoot game gives 
the player the opportunity to 
play animal guardian in Afri- 
ca. The object of the enter- 
prise is to shoot with a camera 
as many different types of 
animals as you can, and to 
shoot with your rifle as many 
poachers as possible. The two 
shooters (Kodak and Reming- 
ton) are toggled via an on 
screen icon and both work 
and sight from mouse control. 
It is unfortunate that the 
poachers realise that you 
have an Inbuilt desire to kill 
since they pop up to shoot at 
the player at quite alarming 
speeds. Taking pictures of the 



animals as they 
move is also a 
tricky job espe- 
cially since points 
are scored for 
both uniqueness and quality 
of photo. 

The version I was testing wos 
rather stow to start up and 
although if contained some 
tasteful pictures of the African 
bush accompanied by sam- 
pled jungle noises and drums 
there was an interminably 
long wait for the game to 
start. Another small problem 
was that although I was 
offered the choice between 
German or English language 
versions the only language it 
would use was German. For- 
tunately this was not too great 
a problem since the mecha- 
nics are fairly sirnpte and the 
multi language hand book 
gives just enough information 
to get by on, 



FACTS 



Title: STRIDER 
Publisher: Capcom/U.S, 

Geld 
Price: §24.99 
Rev ewer: Damon Howdrth 



SIGHT & SOUND 



Both piccies and noise keep 
the Stup to standard, smooth 
scrolling with loud effects and 
mustc quo fo mm 



GAMEPLAY 



t-ass ana tunous, mucn uerrer 
than man y run of me mill 



VERDICT 



Enjoyable, enthralling and 
addictive qualities, abound, 
certainly worth trying 




GUNS 



Once the action starts it is 
fairly fast and furious and the 
whole Is reminiscent of the 
gunshot recognition test from 
police firing ranges. Not all hu- 
mans on screen are enemies 
ond so speed and care needs 
to be exercised before shoot- 
ing a potential poacher. When 
a poacher does appear you 
receive a down the muzzle 
view of him and unless your 
rifle finger is swift and accu- 
rate that is one life gone. 
The game rests cn *he 
graphics which are very good. 
A great deal of smooth, font, 
motion is maintained on 
screen and the gorne becom- 
es most absorbing and fairly 
addictive, at least until the 
novelty wears off. Whilst the 
whole is presented well and 
entertainingly, each level is 
very much like the preceding 
one and the game does be- 
gins to lose its attraction. - 
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ROLLER COASTER 
RUMBLER 



Amongst all the shoot 
em upsthot are re- 
leased over the year It 
Is sometimes difficult to select 
any one that really stands out 
from all the others ...... until 

now! Imagine taking your turn 
on the Infamous Corkscrew at 
Alton Towers, armed with a 
hefty machine gun and com- 
plete freedom to shoot at ev- 
erything that moves - or any- 
thing that you don't particular- 
ly like. 

The instructions are a little 
sparse but it doesn't take too 
long to get well into the 
game. The cor fs controlled by 
joystick and you aim and fire 
with the mouse - both hands 
occupied as you would be 
holding onto the car and tot- 
ing a machine gun at the 
same time. Anything coloured 
ond moving can be blasted 
away: anything grey is 
armoured resulting in a re- 
sounding ^clang" when your 



bullets hit it. Every 
track gantry sports 
a pair of swinging 
spheres (big balls 
really!) that are 
shot at as you 
approach. If you miss, then 
pressing the fire button on the 
joystick switches to a rear view 
so you can have a second 
shot - but watch out for that 
next lot coming up! 
As you proceed, a series of 
weird aircraft will fly overhead 
and drop more targets' be- 
fore you which must be taken 
out as soon as possible before 
they increase your damage 
level. If you run out of time or 
bullets (you have 500 rounds 
per level) the game will end. 
Similarly, if your car sustains ex- 
cessive damage you will un- 
gracefully leave the rails and 
plunge headlong rnto the 
ground. 

There Is also a sort of flight 
simulator mode where you 




con happily fly about a multi- 
coloured landscape blasting- 
everything in sight to improve 
your aim and mouse manipu- 
lation skills - you're gonna 
need em!! This flight simulator 
option could easily pass for a 
game in it's own night!! The 
solid 3D graphics are very im- 
pressive and, although I must 
confess to being a little con- 
fused with the controls of this 
game initially, after the first 
"ride'' there was no stopping 
me . 

Roller Coaster Rumbler is, to 
quote the Python team 'some- 
thing completely different"; 
totally absorbing, brilliantly im- 
plemented and a real treat to 
play. I recommend you buy It 
and see! 



FACTS 



Title: 



Publisher TVne Soft 
Price: £19.99 
Reviewer: John R. Barnsley 



SIGHT & SOUND 



Very wmft defined 3D graphics 
with startling explosive effects - 
me audio cassette is on added 



GAMEPLAY 



Tetany addictive from me 



VERDICT 



A unique combination of flight 
simulator and arcade snoot ' 
em upfA must tor ait shoot '#/n 
up fansi 



FACTS 



SHUFFLEPUCK 

Publish* . ■ r B r&dfcrtiu rid/ Domork 
Price; £19.99 
Reviewer: John Davison jnr 



SIGHT & SOUND 



The graphics are fantastic 
bemQ superbly drawn and 
smoothly animated. The sound 
affects ore oil sampled and of 
a very high QuaHty 



GAMEPLAY 



Simple but effective Extremely 
addictive 



VERDICT 



This tea game which can trufy 
r_M? ciL.s5f?n as earn cnaiienyina 




SHUFFLEPUCK 




Hawzabout a friendly lit- 
tle game of Shuffle- 
puck? Shuffle what? 
This latest release to be distri 
buted through Domork Soft- 
ware to a superb interpretation 
of the old classic 'Air Hockey" 
game which used to be the 
rage in arcades in a time long 
since past. For those of you 
who haven't the foggiest idea 
I'm taking about, the 
c idea in 1 Air Hockey" is to 
hit a "puck' (with your "pad- 
dle") backwards and forwards 
across a table. The puck glides 
on a thin cushion of air. and 
can move very fast. The ob- 
jective is to score a goal 
against your opponent by get- 
ting the puck post him without 
him returning ft. 




In Shuttle puck 
Cafe, you have 
stumbled into the 
galaxy's last den 
of air hockey en- 
thusiasts, and these people 
take it very seriously! if you 
choose to enter the tourna- 
ment you must play against 
each of nine opponents, all of 
whom have their own unique 
personality and ploying style. 
The characters range from the 
utter waty called Skip Feeny 
through the mystical Princess 
Benjin and ail the way to the 
supreme champion Biff 
Raunch. Alternatively, you can 
choose to play any one of the 
characters individually. 
Your view of the game has 
you looking down the table 
towards your opponent with 
your -paddle' in front of you. 
Once the game has started, it 
is the first player to reach 15 
points who is the winner. 



Graphically, the game is 
absolutely superb. The charac- 
ters are all wonderfully drawn 
and the selection screen 
where you choose your oppo- 
nent has to be seen to be 
believed! The screen depicts 
the smoky inferior of the cafe 
with all of the characters 
around the Air Hockey table. 
I was very impressed by the 
tremendous quality of the 
game. The sound Is unusually 
good, as all of the sonic 
effects and the music are 
sampled. Eoch individual 
character makes a variety of 
different sounds, from grunts to 
words of congratulation. 
The game contains many 
very nice touches and proves 
the point that it is often the 
simplest ideas which make for 
the most enjoyable games, i 
con highly recommend s Shuf- 
flepuck Cafe r It is superbly 
presented and great fun. 
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CONTINENTAL 
CIRCUS 



m 
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his latest release from 
Virgin Games is an ex- 
cellent conversion at 
the three dimensional racing 
gome 'Continental Circus' by 
Taito. 

The Continental Circus con- 
sists of a series of eight races, 
eoch running on a different 
track in a different country, To 
complete the series and earn 
the right to compete at For- 
mula One level you must enter 
the 'Circus' and complete 
each stage within a qualifying 
position. Drivers entering the 
'Circus' ore given four credits 
which. ' one stage rs not com- 
pleted, can be traded for 
another attempt starting from 
the same position. 

Your view of the proceedings 
is from behind the car. with 
the road stretching out into 
the distance in front of you. 
Control is very simple, the car 
has a low/high gear shift and 
an acce erator to control 



speed., whilst let 
and right controls 
the car's position 
on the track. 
Having played 
many racing 

games of this type over the 
last few years, I can say that 
whilst 'Continental Circus' is 
not the most original game 
concept it does have a few 
tricks up Its sleeve. The game 
im mediately attracts compari- 
son with the game which star- 
ted them all, "Pole Position" , 
however this one is not just 
another rip off . Throughout 
the races you will confront 
many obstacles., as you would 
expect, but added to the 
usual chicanes and other cars, 
you also have to contend with 
the weather I Sudden down- 
pours of rafn can seriously hin- 
der your progress if you are 
not prepared. 
Graphically the game is 
almost flawless- The scrolling is 




FACTS 



Title: CONTINENTAL 

CIRCUS 
Publisher: Virgin Games 
Price: £19.99 
Reviewer: John Davison |nr 



smooth and the backdrops 
and sprites are superbly 
drawn. Having played the ori- 
ginal on a number of occa- 
sions, this is one of the few 
times that I can actually say 
that the ST version of this ex- 
cellent game looks very close! 

To play the gome is treme- 
ndous fun and at times can 
be quite infuriating as you run 
out of time about two 
seconds away from the 
finishing line I I really enjoyed 
playing it and I look forward to 
getting further and further to- 
wards the final goal. 

Overall, I can safely say that 
* Continental Circus' is one of 
the few excellent arcade corv- 
versions. Virgin Games are to 
toe congratulated. 



SIGHT & SOUND 



Superbly drawn sprites and 
backgrounds with some very 
smooth animation. The sound 
offsets or* mare than adequ- 
ate for the game- 



GAME PLAY 



An extremely playable game l 
vary much to the cfcmfc 'Pols 
Po$Mon J mould It is VERY 
addictive 



VERDICT 



A great racing gams. Whilst not 
the most original idea it is an 
exceilent development of an 




NORTH & SOUTH 



SIGHT & SOUND 



Excellent cartoon style 
graphics and animation. Great 
sounds - snatches of tunes and 
weird effects oil over the place 



GAMEPLAY 



Easy to pick up - enough vane- 
ty to keep you interested - nice 
two-player game 



VERDICT 



This is the kind of game that 
Defender of the Crown and 
Joan of Arc should nave been! 



North and South refers, 
of course, to the two 
sides In the American 
Civil War. You move your 
armies across a mop of the 
Eastern States, playing mini 
arcade games whenever you 
want to capture an enemy 
fort or train, and whenever 
two armies meet. If yau want 
some more luck involved you 
can add random elements 
such as Indians and thunder 
storms. If you want to add a 
little more depth you can 
have reinforcements from 
Europe, who join whoever 
controls the coast. And If you 
would rather pfay without the 
arcade sequences you can 
turn them off and let the com- 
puter decide the outcome of 



each encounter 
by comparing re- 
lative strengths 
and throwing In- 
ternal dice for you 
against a Combat Resolution 
Table 

As if this wasnt enough varie- 
ty, you can also play as North 
v Computer, South v Compu- 
ter or two players; you can set 
either side to one of three diffi- 
culty levels and you can 
choose from four different 
years to start the game - the 
board ts set up to be roughly 
accurate for that point in the 
war - playing a Southern Corp- 
oral against a Northern Cap- 
tain starting In 1864 is NOT 
easy I 

The train and fort arcade 
sequences are almost identic- 
al, one player racing against 
the clock across various obsta- 
cles, while the other tries to 
slow you down with punches 



and knife throws - simple but 
effective. 

The battle arcade sequence 
is excellent with Individual 
control of artillery, cavalry and 
Infantry; plus minor terrain 
variations such as rivers and 
chasms - trying to cross a 
bridge under cannon fire Is 
usually pretty suicidal! It Is not 
entirely fair as you have to 
take your hand off the joystick 
and press SHIFT to switch be- 
tween units, whilst your com- 
puter opponent does It all In- 
stantaneously! 

Only the French could destgn 
a Joystick based game for a 
machine with two joystick 
ports and force one player to 
hrave to use the keyboard! Still 
it does play quite well from the 
keyboard! 

North 8c South comes on a 
double-sided disk - consult In- 
fogrames before buying if you 
are single-sided. 
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ST GAMES ... ST GAMES ... ST GAMES. 



HARD DRIVIN 



This is a car driving simu- 
lation which comes from 
a very popular and 
highly successful arcade 
machine. Simply put tt is up to 
ttie operator to guide a sports 
car which. I am informed, re- 
sembles o Testarossa in hand- 
ling and general characteris- 
tics, around a speed track 
and a stunt track. The control 
for this is user definable and 
can be any combination of 
mouse, joystick and keyboard- 
The description sounds easy 
but the game is not so, the 
simulation takes practice and 
skill to find success wrth which 
makes the game very addic- 
five, The speed track is well 
presented with fast bends and 
all the attendant problems of 
a race track, together with 
oncoming traffic !The main aim 
Is to obtain the fastest possible 
time 1 and eventually qualify to 
race with the computer cor in 
pure silicon excitement. 



The most effec- 
tive part of the 
game is the stunt 
track which needs 
very careful and 
skilful driving, from 
the in cabin behind the wheel 
view oil the various problems 
become frightening ly real, The 
bridge with a hole In the mid- 
dle that needs leaping at no 
more than 60 mph is tricky but 
the real eye opener is the loop 
the loop which needs a mini- 
mum speed of 60 to negotiate 
while steering on a spiral and 
eventually being upside 
down. The cockpit view is 
more effective than many 
flight simulators. This together 
with strong spot effects and 
good title music promises to 
make Hard Drivin one of the 
games of the 90'$, 

Graphically the scrolling is 
smooth and fast and although 
some oncoming vehicles look 
a little blocky the effect is 




FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



HARD DRIVIN 

Domark 

£19.99 

Damon Howarth 



strong and realistic. I found 
that using the option for Auto- 
matic gears and the mouse as 
steering wheel and accelera- 
tor provided the best control 
mix. in the early stages the car 
feels difficult to handle but 
even when dreadful mistakes 
are made the action replay 
helps the pfayer to identify 
and correct mistakes. I en- 
joyed the feeling of satisfac 
Ion at negotiating the bank- 
ing at over 100 mph with as 
much anti-skid control as pos- 
sible. Once the racing stage is 
realised then the computer 
car will improve at "*he some 
rate as you so leaving every 
race a challenge. I cannot re- 
cornmend this one highly 
enough. 



SIGHT & SOUND 



The opening crmdlts af# audlbfy 
and visually stiong m the spot 
effects impeccable and. aside 
from bkfCky oncom&rs, the 



GAMEPLA Y 



Exciting, user definabtot and 
engrossing, well worth rhe time 
it takes ta master 



VERDICT 



This is a must tar anyone who 
wants to try risky driving wtthaut 
huffing theft no-ckrlms bonus or 
fheif bodies? 




FACTS 



fitle: STEVE BAK'S 

DOGS OF WAR 
Publisher: Elite 
Price; £19.99 
Reviewer John Davison jnr 



DOGS OF WAR 



SIGHT & SOUND 



Presentation is vary good. The 
sevnd Is Of a high quality and 
the graphics or* weii pie- 



GAMEPLA Y 



What gam&pioy ? it took me 
absolutely ages to last longer 
than a minute! tt is way. way 

taoamcutt. 



VERDICT 



It's OK, but t prefer something 
wfth eastm eovty stage*. 



You are a mercenary 
soldier, available for 
dangerous and violent 
wofk any time, anywhere. A 
number of missions have been 
offered to you for varying sums 
of money. Having selected a 
mission and bought your own 
weapons and ammunition you 
then have to stay alive as long 
as possible On completion of 
one mission you con then go 
on to choose another, collect- 
ing large amounts of money 
far your violent deeds, thus 
making yourself a very rich 
mercenary in the process I On 
completion of all of the twelve 
missions (some hopes!) you 
are given the chance to join 
either the Regular or Salvation 
armies! 



In appearance 
this gome is very 
much like Com- 
mando. It's a 
scrolling shoot 
'em up where you control 
your man, who has a number 
of chosen weapons at his dis- 
posal. To complete your mis- 
sion you must find your target, 
determine what you have to 
do to accomplish your task, 
and - stay alive I Easy? You've 
got to be kidding! 
Each successive go Involves 
you first selecting your mission 
and then selecting your 
weaponry so that you have as 
much firepower as your 
budget will allow. Vou are 
then transported to the port of 
the world where your mission is 
to take place. Approximately 
five seconds later you will 
have been blown to smithe- 
reens, squashed, battered, 
and shot by every member of 



whichever revolutionary group 
you are sent to overpower! 
Graphically the game is quite 
impressive The backdrops 
and menu selection screens 
are all very well drawn and 
give the game a very high 
quality look. The actual game 
screen is also well drawn and 
it scrolls by very smoothly. The 
sonic effects throughout 
sound sampled and are again 
of very high quality. In terms 
of presentation I find it difficult 
to fault the game. The only 
problem Is that It Is too dam- 
ned hard! When I first played 
the game I appeared to 
spend the majority of the time 
assessing the pros and cans of 
the weapon selection screen 
rather than In the game itself, 
it seemed as though I was 
being kifled off as soon os 1 
started! If you find every other 
game too easy, give this one 
a go! 
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ADVENTURE 




SCAPEGHOST 



The end of an era! After providing so 
much entertainment (and frustra- 
tion!) to so many adventurers for so 
many years (15 adventures In 7 years to be 
precise - Erik the Viking never made it to 
the Atari!), Level 9 have decided to move 
on to other types of games. 
So, Scapeghost is their final offering in the 
traditional text adventure style (with pic- 
tures on the ST) and they have certainly 
gone out in style. Scapeghost is an excel- 
lent game which will provide all adventur- 
ers with many hours of perplexing enjoy- 
ment. 

The plot is slightly offbeat. In most adven- 
tures you have to expend a lot of effort in 
avoiding the various horrible deaths that 
await you at every corner * in Scapeghost 
you don't have to worry ohout dying at 
all, you start off the game already dead! 
As you watch your funeral you realise that 
you have been given a second chance at 
thwarting the drug dealers who murdered 
you - all you have to do is develop some 
spectral powers and employ them in a 



As the mourners drift oway and you start 
exploring your surroundings you will find 
that being a ghost does have some rather 
awkward limitations - like not being able 
to pick up simple objects for a start ! (Hint - 
try some weightlifting to build yourself up 
- but start VERY easily!) Once you have 
mastered this you will find you can still 
only manage one object at a time, but the 
game is so well designed that this is not a 
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Title: SCAPEGHOST 
Publisher: Level 9 
Price: XL/XE 

cassette/disk £14.95 
ST £19.95 
[ohn Swt^iicy 



problem - Just type 
RUN TO OBJECT 
and the game will 
remember where 
you left it and take 
you there in a 
matter of seconds. 

The game tomes 
in three parts as 
usuul, to facilitate 
loading for those 
who only have 
cassette - and the 
usual caveats 
apply - excellent 
as it is you can't 
expect a perfect 
purser and vocabulary from a game desig- 
ned to run in only 64K! But Level 9 seem 
to squeeze more in to that 64 K than any- 
one else, so the adventure is still very en- 
joyable and ftin to play, especially since 
they have still managed to squeeze facili- 
ties like RAM SAVE/ RESTORE and UNDO 
(the last move) even on the 800XL! 
Part One is set in the cemetery and is 
mainly to do with recruiting enough of the 
other ghosts so that you can slow the drug 
gang s plans down. In Part Two you gain 
the powers to heat and cool things, reach 
through things and summon the past. 
These form the basis for some nice little 
problems to solve as you haunt the gang's 
old hideout looking for clues with which to 
bring them to justice. And in Part Three 
you find you can bend metal, charge 
things with static or even manifest your 
ghostly presence to the mortals you en- 
counter. All of which you will need to use 
in order to rescue an old colleague and 
help the police to finally catch the villains! 
Most of the game ls fairly straightforward, 
and in the first port you get lots of hints 
from a friendly old ghost called Joe, who 
follows you around and lends a helping 
hand whenever you can work out what Is 
it you want him to do. The game oozes 
atmosphere and humour - I loved it when 
foe wandered off muttering something 
about stack overflow 1 when I tried to give 
him too many commands at once! (Better 
to use FOLLOW ME than trying to per- 
suade the ghosts to go somewhere and 
wait for you!) The sections get progressive- 
and Part Three has some in- 
challenges. But, never fear, Level 
9 have the best hint sheets in the business. 
Even if you don 't need any help it is worth 
Off for your free clue sheet, it is 
full of background information. 






SCAPEGHOST is 
available on both 
XL/XE and ST 
- pictures from ST 
version 



jokes and red herrings, not to mention 
hundreds of clues! 

For the extra money on the ST you get 
more text, allowing scope for a little more 
atmosphere and a few extra jokes, com- 
mand recall/edit, variable text size and 
some excellent pictures. 

Good luck to Level 9 m their new ventures 
- 1 am sure that they will be just as enjoy- 
able, albeit in a rather different format to 
that which so many of us have come to 
know and love over the years. 



• CAMEPIAY - Standard text 
adventure with lots of good fea- 
tures f Very fast response times on 
ail machines. Good plot. Well 
implemented 

m GRAPHICS - ST version has 

hand-drawn, atmospheric, scroll- 
ing pictures 

• SOUND - none 

• VERDICT Another winner! 
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THE ROUNDUP 



At this time o< the year there are always o lot of releases for me 
ST and It to Impossible ro review rh«m alL Here Damon Howarth 
and John Davison Jnr rake □ quick look at the games received 
since the last issue which didn't qurte make a full revtew 




JOE BLADE 



SPEEDBOAT ASSASSINS 



SMASH 16 



£4,99 16 Btitz/Mastertronic 



£4.99 



This is one of the new budget lines that are 
now appearing and is a re-release of a game 
that was well thought of some time ago The 
gome is still as entertaining and fresh as it was 
at full price, and consists of guiding the hero to 
fescue hostages from the enemy and also dis- 
mantling time bombs through a tricky sub 
game needing setter ordering in irie siyle of 
Impossible Mission. The game is- humorous and 
■absorbing. Certainty worth £4 99. 

GAMEPtAY: Smooth and entertaining, with tew 
problems in any depart men* r a joy to play. 

SIGHT AND SOUND: Good CartoOny graphics 
add to the atmosphere while spot effects and 
the countdown effect add to the tension while 
problem solving. 

VERDICT: Still quite different and well worn 
buying if you did not pb*am the original Highly 

recommended, 

DH 



COMMANDO 



me 



£19.99 



Commando has always been very playable 
□nd His latest incarnation is no different. A very 
satisfying blast. 

SIGHT AND SOUND: The graphics are small and 
colourful with some very smooth anlmotton and 
scrolling. The sound could best be described as 
unobtrusive' as you don't really notice it unless 
you make a point of listening. 

VERDICT: Another game dragged from the 
past However if was very popular and has 
always been quite a favourite of mine. It is 
presented well and my only quibble is the 
price. It is far too expensive. 



JD 




FASTLANE 




Artronic 



£19.95 



An interesting gome, which could be de- 
scribed as a simple racing simulator, that invol- 
ves much more skill than most driving games. It 
is surprisingly playable after a while. 

SIGHT AND SOUND; The graphics are not the 
most impressive I've seen, but *ne use of pers- 
pective is very good. The animation is very jerky 
and the sc p eers are quite dull The sound s a 
horrible monotonous droning. 

VERDICT: It's not bad, but did nothing to im- 
press me at all, It is a reasonably accurate 
driving simulator, though 




This as fa r as I know is a new gome for this 
budget label. It comprises the player taking a 
small but beautifully armed speedboar into 
various enemy harbours and then, with the aid 
of a helicopter neutralising thorn The game 
allows player configuration of the controls and 
is most challenging. Controlling me boat is not 
easy end it took me o long time even to start 
the first level proper. 

I am not sure whether this makes the game 
off-putting since the restart can become wear- 
ing after the umpteenth time in five minutes 
The combat seauences are adequate and fair- 
ly fast, avoiding bullets and mines is a skill that 
takes a great deal of acquiring. 

GAMEPIAY: Possibly too difficult, otherwise ev- 
e-y thing is very responsive to the controls. 

SIGHT AND SOUND; Tne backgrounds are not 
exciting but the movement is smooth, sound is 
of adequate standard with apt bangs and 
crashes 

VERDICT: Not bad far a cheapy, rl is nice to see 
a new game rather than a rehash, but I did not 
particularly enjoy ft. 



DM 



ROADWARS 



16 Blitz/Masteftronic 



£4.99 



Anctne r cla game Drought back at a cheap 
price. I seem to remember that this was in- 
cluded in one of the game packs that went 
with STs seme time ago. The game is one or 
two player In competitive co-operation , If is 
your job as a pilot of a Battlesphere to clear 
the space roads of unfriendly technology on a 
rolling road It is viral that your partner mam 
tains some co-operalion although in the bonus 
stage It is advantageous to destroy your part- 
ner so beware of dirty Irlcks. On the whole an 
entertaining diversion. 

GAMEPLAY: Slick ond well produced, possibly 
the cheapest two player game about. 

SIGHT AND SOUND: Good smooth scrolling with 
□tight colours and a pleasant ditty along the 
way. this game does not show its age at all. 



VERDICT: Neve # one of my favourite games but 
perhaps the cup of tea of newer owners, the 
price makes it attractive and a fair buy. 



DH 



KELLY X 



Mastertrontc 



£4.99 



A monotonous and boring game based on 
one of the oldest themes evert Snoot the 
spaceships as they fly past you >n space ■ that's 
al there is to it. Ugh! 

SUGHT AND SOU WD: Tno graph cs appear to be 
quite clever at first, being of the solid three 
dimensional variety. However, "hey are nothing 
very special. The sound, on the other hand, is 
downright dreadful. 

VERDICT: Not bad for £4 99, bul somebody 
somewhere must have a slightly mare adv- 
anced Imagination! I do hope ft starts a trend 
pricewise and inspires oftier wrriers to produce 
something better at the same price. 



JD 



JOE BLADE 2 



Smash 16 



£4.99 




Another of the budget re-releases, this rime Joe 
is trying to clean up a criminal city in a kung fu 
version of his original adventure. The same for- 
mula is apparent with the sub game revolving 
around ordering numbered tiles instead of the 
alphabet. This game does not have as much of 
the appeal of the anginal and at times ' de- 
monstrates some attribute problems since 
blows do not seem to lund where they 
should, 

GAMEPIAY: Not quite as silck as the original but 
stil an entertaining romp, beware of the 
dustbins! 

SIGHT AND SOUND! The graphics ore different 
and Joe has become leaner otherwise they 
are of the same standard as the origin a , as are 
spot and musical effects. 

VERDICT: Not as good as the original, although 
still a bargain at the price. If you liked Joe 
Blade then this should go down fine. 



ON 
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COLLI ISA ISJ 



A super new 
programming 
competition 
with over £200 
worth of prizes! 

A new input 
routine 

News of 

upcoming 

products 

A type-in light 
synthesiser 



Since the last issue you may have 
noticed that quite a few new ST OS 
products have been released, some 
of which may he reviewed elsewhere in 
thi.s issue. To mark the launch of these 
products I am proud to announce, in con- 
junction with Shadow Software (creators of 
Skvsttlke Plus) and Mandarin Software 
(you know who they are don't you?), a 
competition which could mean tame and 
fortune (well, fame anyway!) for one or 
more Luckv readers. 

To become rich and famous all you hove 
to do is recreate a classic 8 -hit game, the 
only stipulation being that you use STOS 
to write the clone. The FIRST PRIZE is a 
pat on the back from me and what could 
be culled a STOS programmers puck, 
which includes 5T0S MUSICIAN, MAES- 
TRO PLUSO THE COMPILER, SPRITES 
600. THE TOTAL MAP EDITOR 
{TOME), and MINI OFFICE PROFES- 
SIONAL (COMMS, SPREADSHIH AND 
GRAPHICS) worth over £200! SECOND 
PRIZE is a copy of GAMES GALORE, SKY- 
STRIKE PLUS, LANCELOT, TIME Sr 
MAGIC and MAESTRO (not the Plus ver- 
sion!). Finally THIRD PRIZE is geared to- 
wards education and consists of the 
THRER I UN SCHOOL 2 PACKAGES 
(under 6% 6-8'$ and over 6"s), Everybody 
who enters will get a copy of my STOS 
public domain educational program called 
Treasure Search which features digitised 
speech t high quality graphics and a very 
strange pair of feet. 

After the competition is over all games 
entered will be put into the Page 6 and 
STOS Club public domain libraries, this 
will allow other STOS users to study and 
enjoy them If any of the games are consi- 
dered to be so outstanding that they wipe 
the floor clean with the 8 bit game they 
are trying to emulate there is the possibil- 
ity that they could be marketed by Man- 
darin or Shadow Software so if you want to 
see your name on computer screens all 
over the globe get programming now and 
send your entries to me ot the usual 
address (at the end of this article), and 
don't forget to include your name, address, 



telephone number (if you have one), any 
particular requirements the program has 
(1 meg memory, two disk drives, three 
eyed green space alien sitting on the moni- 
tor etc) and finally please tell us what the 
game was called in it's 8-bit form. 
All entries will be judged by myself and 
representatives from the companies sup- 
plying the prize s. The dosing date is 
APRIL 25th so you have THREE MONTHS 
to come up with an 8-bit classic clone and 
remember it doesn't matter how good the 
game is, if it's late your entry will get 
buried at the bottom of my filing cabinet 
tind won t surface until I dean it out!! 
Obviously if some cosmic catastrophe 
occurs the pri2e list may be subject to 
(very) minor alterations, but if all goes 
well some lucky person is going to have a 
very large parcel plonking itself on their 
doorstep some time in May. 
lust in case you are a first time computer 
user and you haven't the slightest idea 
what I'm talking about when I refer to 
8-bit classics (I hope you enjoyed your 
holiday on Mars!) I'll give you some idea's. 
My personal favourite 8-bit game is Mr Do 
(but don't let that throw you because I'm 
not the only judge!) but there are also 
Space invaders, Pacman, Manic Miner (an 
old Spectrum game), Berzerk, Missile Com- 
mand, Asteroids. Sabre Wolf, Lode Runner, 
Jetpac and a myriad of others. Remember, 
we (the judges) are not looking for innova- 
tion and originality, just a good old 
fashioned blast from the past rewritten in 
STOS. 



BETTER ON THE AMIGA? 

Big news, AMOS (the Amiga version of 
STOS) should be in the shops any day 
now. 1 have had the privilege of following 
it's development {thanks Richard!) from a 
mere word processor mock-up to it J s cur- 
rent state which (\n my humble opinion) 
makes STOS (or any other version of 
BASIC) look antiquated and useless. It has 
the raw power and speed of Assembly lan- 
guage and combines it with the eloquence 
and simplicity of BASIC I will do a page 
long overview of the whole package in the 
next issue Why?. ! hear you ask. Well, 
because AMOS will be the foundation for a 
new version of STOS (provisionally called 
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SIOS PLUS) that should be ready by the 
end of this year, although in the constant- 
ly changing world of computers this dote 
may be □ little optimistic, r leave it up to 
Francois Lionet and the rest of the develop- 
ment team to prove me wrong (please f). 



THE SHOPPER SHOW 

This column uis being written fust after 
the Computer Shopper Show finished in 
London last November (all contributors to 
the magazine hove to hand in their col- 
umns and programs well before publica- 
tion), if you could not make it to this 
remarkable event 111 tell you what you 
missed |ust about everybody involved 
with STOS turned up, so you could have 
chatted to Aaron Fotheryill (author of Sky- 
strike Plus and TOME), Adam Fotheryill 
(Aaron's brother who draws all the 
graphics for Shadow Software s products), 
Stephen Hill (author of the STOS manual 
and the new STOS book for advanced 
users), Simon Cook (author of the winning 
entry in Mandarin s STOS competition), 
Richard Vanner and Christopher Payne 
(Mandarin s Skystrike addicts), Sandra 
Sharkey (famous freezer owner and orga- 
niser of the STOS public domain library) 
tind of course me. 

Richard Vanner spent most of the day 
demonstrating various new STOS products 
the most amazing of which was STOS Vidi 
(watch this space for a review) which could 
be seen digitising scenes from the film 
IRON in real time using o ten line prog- 
ram. Simon Cook bought along the very 
latest version of Cartoon Capers, the one 
or two player beat 'em up structured just 
like a classic cartoon involving a cat and 
dog slogging it out in front of wonderfully 
colourful backdrops, the graphics are real- 
ly cute but Simon assures me he cannot 
draw that well (I wish I couldn't draw that 
well![), The game contains some excellent 
speech (or should that be screams?) and 
should (hopefully) be in your shops round 
about now, The interesting thing about 
Cartoon Capers is that Mandarin are 
bundling it with a new STOS extension 
that allows owners to read BOTH joystick 
parts (rather than one mouse, one joys- 
tick). Sandra Sharkey supplied me with 



some new STOS public domain software 
including another upyrade that maintains 
compatibility with the new version of TOS 
(for the STE) that is about to be released, 
check out the Page 6 library for the very 
latest word in all public domain software. 

SOLVING SOME 
SOUND PROBLEMS 

Hands up all of you who have had prob- 
lems playing 5khz Maestro samples in 
your compiled programs, nasty isn't itf The 
solution is quite simple and relatively 
painless, just follow these simple instruc- 
tions- 

1) Boot the backup of your STOS 
language disk, 

2) Insert the backup of your Maestro 
disk and load the program called 
"INSTALL. BAS' 

3) Type POKE STARTfl l)+$179f F 4 

4) Save the corrected copy of 
'INSTALL. BAS F onto you Maestro 
backup disk. 

5 J Run the program and re-install the 
Maestro extension onto your lan- 
guage and compiler disks. 

You should now be able to compile prog- 
rams using Skhz samples without those 
wonderful bomb s appearing when you 
run them. 



MUSIC 
WHILE YOU LOAD 

Have you ever wanted to play interrupt 
driven music to keep the player amused 
while loading the next part of your latest 
mega game? The secret is in how you 
manipulate STOS commands, the interrupt 
music system is programmed to stop while 
executing some of the STOS commands so 
these must be either executed before you 
start your music or just avoided altogether. 
The commands to avoid are LOAD, RE- 
SERVE, and ERASE all of which cause STOS 
to shift memory about. So if the LOAD 
command is amongst those you cannot 
use how do you read files from disk whilst 
playing music? Easy, just use this com- 
mand to save the banks you wish to toad 

BSAVE bankname hnk H r START 
(num) to START(num)+ length (n urn) 

where 'num' is the bank number and 
bankname bnk' is the filename of the 
bank, To incorporate these blocks of mem- 
ory back into your programs you must first 
reserve space for them at the beginning of 
the program, then to load them while the 
music plays use 

BLOAD M banknarne.bnk\ START(num) 

continued overleaf 
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FOR LATER 



Id k#> *ff : cur* off 3 hid* 4* : fl„ h * tf . Hdt 0 
iO lac*t* 0 h 12 = *+ntre "LOADING, MUSIC AW 4f*lTETS" 
SO load " Mufcici-wb*; " 
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*° AocB ** n - 12 * nrlnt 3?) : £ CHntr* «*in*L5i . hbk TQ I**?. 
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Music while you load - simply and quickly! 
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If I hove lost you during that explanation 
type in Program 1 following these instruc- 
tions 

1} Format a blank disk and uv= GF.M to 
Copy two memory banks from your 
accessories backup disk called 
"MUSIC.MBK" and "ANIMALS1-MBK*, 

2) Boot your STOS backup disk. 

i) Type in PROGRAM I and save it to 
the disk with the copied accessories on 
it. 

4} Ran the program, watch the drive 
light and listen. 

HOW IT WORKS 

LINES I0-2O clear the screen and prints a 
message to tell you what is happening 
LINES 30 40 load the music and sprite 
banks into memory 

LINES 50-60 place the length of the sprite 
bank into the variable "SIZE" and then 
reserves a databank that will be used to 
contain the re-saved sprites 
LINE 70 starts up the music 
LINES 80-90 print u message and then 
starts to save the sprite bank using the 
BSAVT' command 

LINES 100-110 print a message and then 
loads the saved data into bank 6 r all while 
the? musk plays 

It is quite possible to save sprites, music, 
screens, even digitised sound in this man- 
ner, it r s easy and it allows you to have 
music playing along while they load. Isn't 
STOS great? 

PROCEDURES? 

1 started programming in BASIC when 
ZXSO's were the vogue but in the past five 
years I have been using PASCAL on IBM 
(wash your mouth out with soap) compati- 
bles, the beauty of PASCAL is that it allows 
the programmer to construct procedures of 
often used rou Lines that can be saved and 
included with the main program when it is 
compiled. Any procedure could he then 
executed by typing it's name, STOS does 
not have procedures, but it does have sub- 
routines which can do a similar job. In the 
last issue I presented a replacement input 
routine for you to use and this issue's 
useful subroutine is a little window routine 
that uses the mouse to select one of two 
possible answers (in my example, PROG- 
RAM 2 h I have chosen YES or NO) It's 
quite simple to use, ail you do is include 
lines 5000-51 80 in your own programs, 
put your choices in the variables 
PA RAM IS and PARAM2J and put your 
question in the variables PARAM3S and 
PARAM4S. then do a GOSUR 5000 
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so F*A*rti*-' m' i Fwurnt-- m&l- 
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iW9 
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rem minaM*** win*** routine 

Ifmit douiq Xi**. to (xatxs-nt-ft, (y#ys-5] b * 

window 3. O* 0. 40. I. 2 

Centre i edmjn i o*Htr* FA#C*mt 
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Program 2 - a window routine 



HOW IT WORKS 

LINE 10 dears the screen and moves to 
low res 

LINES 20-3-0 set up the routines parama- 
ter.s 

LINE 40 calls the subroutine 
LINE SO prini:-. KhVER MIND" if the right 
hand window is clicked, otherwise it prints 
"THANK YOU" 

LINE 5000 sets up the positions of the 
windows, XI is the x start of window 1, 
and X2 is the x start of window 2 r XS is the 
width of each window, YS is the height of 
each window 

LINES 5010-5020 change the mouse 
shape and limits it's movement to a cer- 
tain area of the screen 
LINES 5030-5040 open window 3 and 
print the message contained in the vari- 
ables PARAM3S and PARAM45 
LINES 5060-5070 open the two small 
selector windows and print PARAM15 and 
PARAM2J in each one 
LINES 5 OHO 5090 puts a zone around 
each selector window so the mouse's pre- 
sence can be detected. I have used the 
formula *8 rather than the XGRAPHIC 
and Y GRAPHIC commands because these 
only return coordinates within the current- 
ly selected window. If I had set up the 
zones before opening the windows these 
.; . : : i j 1 1 . j • i ■: K t ould have rcpiaced the *8 
formula 

LINES 5110-5140 wait until the mouse is 
over one ot the windows and the left but- 
ton is pressed 

LINES 5 160-5 180 set the variable 
ANSWER to 0 or -1 depending upon which 
window was selected, clear the screen and 
then returns from the subroutine 



If you like the program perhaps you could 
Improve it by using the XGRAPHIC and 
Y GRAPHIC commands together with the 
DIVX and D1VY commands to create a 
version that would work in any resolution, 
if you do then send it in I'd love to see it 

A MINI M INTER? 

The third (and last) program for this issue 
has been sent to me by James Tetlow r who 
has written a simple (but interesting) 
demo Inspired by Jeff Minted Trip-A-Tron 
The instructions for this program are quite 
simple, after typiny in the title of your 
masterpiece moving the mouse around 
will produce spectacular patterns, selecting 
F1-F8 will c hange the colour palette and 
pressing the right mouse button stops the 
program drawing and starts the colour 
cycling routine. 

HOW IT WORKS 

LINES 110-140 set up the display 
LINES 150-160 ask the user to input a 
title for the work of art that he/she is 
about to create 

LINES 190-200 ^>t the text colour to 
black {the same as the background) and 
prints the title which is contained in the 
variable T$ 

LlWt 210 creates a enlarged copy of the 
invisible text with the ZOOM command 
and puts it onto screen 10 
LINE 240 copies the giant title to the 
current screen. 

LINE 2H0 sets up a new colour palette 
and makes the giant title appear instantly 
by changing colour 1 from black to red. 
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LINES 320 340 st?l up ihe initio I vtiriobles 
for the drawing routine 
LINES 3SO-360 these tjre the interesting 
lines which druw the pattern on the 
screen, try changing the values to achieve 
different effects 

LINES 370-420 check the mouse keys and 
jump to the appropriate line accordingly 
LINE 450 cycles colours t-15 (the STOS 
default} with a delay of 3/50ths of a 
second 

LINES 490-520 change the palette and 
continue the colour cycling depending on 
which FKEY you press 
LINES 550-630 make up the subroutine 
which changes the colour palelie r play- 
about with the values to produce your 
favourite colour scheme 

BYE .. BYE 

That's about il for this issue, my t hunks 
go to Richard Vanner at Mandarin and 
Aaron FothergilJ ol .Shadow Software tor 
the generous offer of prize's for the com- 
pel] don, and also to Purple PD (an Amiga 
public domain library) for the great prog- 
rum that allowed my Amiga to read ST 
disks, a utility which I used to great effect 
in transferring some STOS stuff to AMOS, 
In two months time I should be able to 
review STOS Vidi 5T, STOS 3D. Stephen 
Hill's new STOS book, STOS musician and 
any other stuff that had not winged it J s 
way to me by this issue's deadline. On the 
programming side I should (if all goes * 
well!!) be presenting a few new scrolling 
demo r s, another useful routine and some 
utility programs. 

Just a quick reminder, before I go, about 
the STOS CLUB, If you wish to loin, It costs 
£10 for six bi-monthly issues and really is 
pretty handy. Membership allows you ac- 
cess to a STOS telephone helpline and 
other useful things. So if you need a STOS 
'fix' between issue's of New Atari User send 
a Cheque or Postal order for ten quid 
made payable to "Aaron Fotheryill (STOS 
CLL'B)" to I he following address, and don't 
forgel lo include your STOS serial number. 

STOS CLUB 
1 LOWER MOOR 
WIHDDON VVILLEF 
BARNSTAPLE 
K DEVON 
EX32 8NW 

Lots of people have been sending me their 
programs over the past couple of months, 
all of your contributions are very much 
appreciated. I'm planning to do a major 
rewrite of the INPDATA and OUTDATA 
accessories to include all of your useful 
additions (some of which clash at the mo- 
ment) but soon it will be possible to save 



partially re-entered data us well us other 
fab additions. If you wish to send mi 1 uny 
programs for the column or PD library, or 
if you have any nasty problems with STOS, 
I can he found typing awuy at the address 
below. Any disks you send will be returned 
as soon as possible but please remember to 
include an S,A.E. if you wish an ultra 
speedy reply {James Tetlow was amazed by 
the letter he received 48 hours after writing 
to me!!). 

The address is 
PETER HICKMAN 
36 CLEVERLY ESTATE 
WORM HOLT ROAD 
LONDON 
W12 OLX 



NEW STOS PD DISKS 

A number al new STOS public domain tfiaks ire 
available Irani our Acccft&DrY Shop IMS issue afl 
eluding the Ml&wiitrj 

STOS STE FIXER; Enables STOS lo run properly 
an m STE Also inclbdas version 2 04 update 

STOS MAESTRO SAMPLES: Twenty aborted 
samples ready to use in youi urograms 

STDS TYPING TUTOH: A brilliant and foflf 
nfjerJed. typing tutor with many, many facilities 
Both Basic and compiled versions are on Ihe disk 
sfl STOS is not required to run the program 

All disk are £2.96 each. Orders sriould bt tent lo 
PAGE a. P. S, flffi 54, Stafford. &T1&1[jfl or credit 
card Drears can be aicapled on D7BG 
Furitter delatls til these disks ate in our Itsue 42 
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RACK KCIIFC Oh'v Mese issues 

1 LJ arc „ olv available! 



PAGE 6 back Issues represent on excellent way of Increasing the 
enjoyment of yogr Atari with articles to enlighlen you, programs Z 

oToMt "i^.r""'" 01 "l""!™ *° « U ' de ' ou " «™*» *ir of the conteS 
of past issues are as fresh and relevant today as when ihev firsi 

programs from each Issue ready lo run, and thev often include 
bonuses not found In the magazine. 

ESEEHaWThe following issues are SOLD OUT 

All prior lo Issue 21 and Issues 2S r 26, 37, 2s t 29. 30 and 35 



VERY LIMITED SUPPLIES 



We have less then TEN remaining copies 
coptos following Issues end suggest that you phone ff you want 

Issues 22, 23 and 24 

This could be your last chance! 

- Our massive survey on all the WAR GAMES available for 
I he 8- hit Atari heads ihls issue which also includes a oral type-in 
TOHTTTrroBv "° ""^ ORIGINAL SYNTH. Other darings indude 
flSwL rS^i ■, n '5* ChBr «il r ■*<>' "1 a challenging glme called 
BOWL TRAP A feature on SSI, more Tutorial Subroutines a lona 

end THE DUNGEON plus many more are also in this issue. ST SEC- 
-Td i *l CT W m ST P f °9«mming begins with a look at sound 
and many more*" 3 3SCUt> " includes IHG SCAN, BASE TWO, TEMPUS 

. A ^ AILABLE " A,J th# ** 1ra ,ilea 'or ORI- 
GINAL SYNTH Set up ready 10 run plus others 



. - A greet card game forfl-bit users called, rather uninsoir- 

Se?wSK L p Si 8 1™ tVf T 9 T e ° f TENN,S ard 8 GRAPH H *« Efl 

TO IP ex aw m ,1° 29 pnn,Sr A ww " ri8S starta "» EXPANDING 
IxE* T A ™ an<J ttwr * '* an etceflenl program. tutorial on BUBBLE 

OoS <! nnn e r'I D mC ' U<,e ™ E PAWN ' GUILD 0F THIEVES, SPARTA- 
^ «MJBLER end many more, ST users can find out about 

TU&C ToSl^T^n f T S6CReTS and Cfln r * ad 0,1 'he 
h 7°f^ PC ° IT ™. Pju» r"vlews of Tanglewood. Defender of 
urn L-rown, winter Olympiad, PROSPERO FORTH AN and more. 

DISK AVAILABLE - DOUBLE SIDED wrth 
BONUS MACHfNE CODE ARCADE GAME cmJv 
on this disk- * 



Many readers have sa.d this l$ our best iasue vet with 
t™ en9IVS ^ U I e ° n che ** in 0 8 Pinter for your Alari, phta HEAVV 
5 SLo fnnf? ¥P *T ma ^<ne language arcade game- Other typ*- 
co n o ti.J ? ^^^JS-t^' GRVST * L CRfSIS arid tw 0M Mitiel r 
? uiE %T mFTKE r ^ ^ **lna » super keyboard 

M with a nn+hol ^T 8 ! C 5? flnd , 0Ut m0fe ab * Ut PROGRAMMING 
cjfcM with another article In ihe series and .her* are loads 01 reviews 

mom In tbli luue besides, including boitm great music for the 3*11, 

DISK AVAILABLE - including TWO BONUS 
GAMES that are nol in ihe magazine. 

jfjFNWa - An ADVENTURE special to deliqhl all fans of Atari 

SEfffo e ;8KS.S£ ^ ten8i ^ jrrterview^ with LEVEL 9,Jhwo 
TtK *!! t« ?■ VENTURES, games reviews, bumper A* HINTS AND 
SSnEL* JS 1 * of adven1ures - * survey of almosle very known A|"h 
Sv^r Bv , ?» c ffl ^T; itBm » inc,uda DAV E T S DISCO 



DISK AVAILABLE ■ Includes TWO BONUS 
ADVENTURES only lo be found on Ihia disk. 

HB'm™^ cra ^'rS ™ cWm language game from Paul Lay 
!J -vS^. 1 ? F 1 " 3 WEADB ANGEfl, a| M in machine code, WUSIC 



called 
BOX and 



SYNTH 



to type in. MAPPING YOUR ADVENTURE shows 

th* ^ i^T^™^ nlMfes ' 850 * PLIT weals egrets about 
the 350 interface, DESIGNER KEVS allows vou to 

keyboard. Then there's BEGINNER'S BASIC plus a 



customise ihe 
new series on 



ST?? !?£™l^«"« ! D^c-uT ^' madeand nToreVo? 



have B BOOT to a flow you to pool from drive a, STOS 



reviewed. THIP-A-THON, SPELL BOOK, SUPERB ASE PROFESSIONAL 
reviewed and vol can find h** t„ -, t |oat 



and you can find how to never 
AUTO ROUTE, All this plus much, much more. 



OISK AVAILABLE - includes BONUS 
MACHINE CODE UTILITY to add 128 colours 
10 Atari Artisl or Microprinter pjcturea. 



' " S( ;™ •«*i'ent 1 1 slings including SCROLL V TEXT EDI- 

TOH a superb utlll^ for creating scrolling m^ 33a0H on the XLXE just 
l e ^^S.fJJ^JJ^P 1 " 8 BLASTCOM, a fast and lurlous blast ? em 
up, and SUNPLOTTER which shows you the position of the sJn and 
times anywhere in the world. Also FINDER for searching your oroo- 

J5ffi-'aV™r t ° f MACH,NE COOE LIBRARY and the CASSETTE 
DATABASE. Loads of reviews, as usual, including SpartaDos X. ST 

Tin 51™"?.™ fS .' paJl in thB M,D| ***** gnd MV * ra e a flf pootext 

and FLAIR PAINT plus reviews of HEADCOACH (where have you seen 
that reviewed elsawhere?). SPRITE MASTER and a whole host of 
games, Lot's more besides 

DISK AVAILABLE - includes BONUS program 
UNDER STARTERS ORDERS, a superb horse 
racing game for ell the family 

A super educational program, MCQ-TEST, for revision, 
homework or fun. The MACHINE CODE library looks at saving and 
loading memory, a utility lists a REAL TIME CLOCK for your XL or XE 
u2? in J \1 T t.L'4« ^ rMl SCro " ir, a Sfme. There are several more 
22wiS , Jr. a rT , fPI ER be fl |na flnd "nicies include THE GAMES THEV 
™Z RELEASED and more on Turbo Basic ST owners can enjoy 
L y ff;'" r ^}' n J^ ,!° r B ra P h 'CS, reviews of MIMX, FUN SCHOOL 2 
Lh plus loads of games. The MiDlots guide continues 

and John Sweeney looks at KINGS QUEST and LEISURE SUIT LARRY. 

DISK AVAILABLE - includes GALACTIC 
CREST A a BONUS MACHINE CODE GAME 
previously released commercially! 

tFH'fWPi - The first type- in fishing game for the Atari CATCH DAY 
m^, ,™ , Way w " h MO >JSE PARTY and a NUMERICAL CONVERSIONS 
iiVhlLL.^P 10 ^P* in - °thar features incJude PAGE MARSHAL 
HAWKQUE.ST, the MACHINE CODE LIBRARY on Play" 
Graphics plus 0 f course, THE TIPSTER and reviews of ft-bit games 
mcludlnfl STAR WAHS. The ST section includes reviews of THE JADE 
STONE and DOMES OF SHA, the Mid lot's guide to the SEQUENCER 
a new column on STOS PROGRAMMING plus many, many reviews 
including GOLDHUSH and GAL OREGON'S DOMAIN, 

DISK AVAILABLE - includes PRO GOLF as a 
BONUS. Superb 13 hole action with aJI the 
options plus a construction kit to build your 
own courses 

Read all about Sublogic, ihe company that brought Flight 
Simulation to the Atari. Programs Include SHIFT IT. a mind boggling 
iMdmg pu»le game end MEAN MOTOR for fasl racing, A simple 

*^™ pr °F™ m ' 9 LEARN TO READ whlcl ' you «n easily adapt 
T;™ improve your touch lyplng. All ihese plus the Machine 
f a «« *h cr?i e CaS , Ml1t Database, The Tipsier and much more For ST 
ARMADA KtT^xE^EJ" " 9 "" aS ™« there are review, of 

the MlSitfJulSi to S£™ ^ m0re " A,S ° ,he ,imt »» rt in 

DISK AVAILABLE includes BONUS machine 
language game GRlDWARS 
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Some neat fl-bit utilities including LISTIF, 9 new command 
for BaaJo and LClODUMP .or the Star colour printer. Games Indude 
BMi Haisall » great SNAKES ALIVE for up to twenty players? PICMA 
«1 «» B -^. 1 ^ ^ ucatlo "a J program to teach maths and articles include 
ann^T CH '^ E C ° DE UBflARY . CONFESS l0 NS OF AN ADVENTURE 
Drtc™Af. n S.'^ 0re rt ST J J9 * r3 can * n i°Y **wiews of INDIANA JONES 
POSTMAN PAT HJSOFT C, DEMON'S WINTER and meny^ many more 

t^cto nnfi .1 ± St ln » t ? lmBnt °f MAKING MUSIC and, of course! 
THE STOS COLUMN complete with type in game. 

DISK AVAILABLE ■ includes DOUBLE BONUS 
Of TRAKSTAR and BLOKHEAD. Two great 
machine language games 



Disks are still available for many issues which 
are sold out These contain all the programs 
from the issue but not ihe relevant articles. 
Please enquire if you are interested. 
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Two great games for the ST! 

- Contrasting in style but both offering lightning-fast action, spiced with 

touches of humour, typical of Jeff Minters programming. 
Now Available as a Twin Pack at £15.95!! (£9.95 each, separately) 



Based on a classic arcade game - at least one 
reviewer found it im possibly difficult - but the 
player Hi-scores speak for themselves! 

1 ... Qs with off Liamasoft games, Andes A ttack 
s utterly fantastic, , , incredibly fast, tremendous fun 
and o true bargain,. . 99 New Atari User 

DEFEND OR DIE! 



mm . 





An updated and massively enhanced 
version of the game that was a worldwide 
success on 8-bit machines! 
44 levels of play with a different challenge 
(and different graphics) in every one! 

Brilliant, pure arcade zapping. ..no-one 
produces games like Uamasoft. . , takes its 
place amongst my favourite games - magic! 
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ACCESSORY SHOP 



THE VERY BEST IN PUBLIC DOMAIN 

PLUS BOOKS, DUST COVERS and ACCESSORIES 




HUNDREDS OF ITEMS IN OUR CATALOGS 



XL/XE 



DUST 



ST 



PUBLIC DOMAIN COVERS PUBLIC DOMAIN 





The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 



NEW XL/XE and ST 

catalogs 
NOW AVAILABLE! 

Please note our catalog! Op not contain 
COmmafCiQl software normally available 
from r«tgll#ri or adveftitert in t*ie magazine 




Every imaginable Dust Cover! 



PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2,50 



OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD'S FINEST 
ST DISK BASED MAGAZINE 




P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 

Telephone 0785 21 3928 Catalog HOTLINE 0785 57005 

{24 hours answerphone) 



